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Asea Mapp: 
Overhead view 
illustrates the loca- 
tion of every Riddler 
Trophy, Chronicle of 


» when the Joker welcomes Batman to the madhouse shortly after their arrival on Arkham Island, there's little indication of just how 


(@  vacty things will become on this fateful night. In truth, the Joker's escape is only the beginning of what will surely go down as the 


worst night in Batman's life. It's every crime fighter's biggest fear to suddenly be face-to-face with their vengeful captors outside 
tne prison walls—and that's exactly what Batman must now confront. Only these aren't petty thieves; he must confront a laundry 
list of Gotham City's most deranged psychopaths. Everyone from the Joker to Scarecrow to Poison Ivy and Killer Croc is just 
itching to dig their claws into Batman's hide and rip him limb from limb, And if that wasn't bad enough, he must contend with the 
incessant mockery coming through his earpiece, thanks to the Riddler, 


As the hours pass and the Dark Knight continues his quest to stop the Joker and restore order to the anarchic state that has 
befallen Arkham Asylum, it becomes clear that there is much more at stake than the Joker going free. In fact, everyone's safety 
in Gotham City rests on Batman's caped shoulders, Batman's dedication to planning for every scenario is the main reason he 
stands a chance of seeing daylight. He constructed a secret Batcave on Arkham Island years ago, stocking it with all of the 


computer and laboratory equipment he would ever need. He also saw fit to stash a couple of nifty gadgets there, too. He did 





ABOUT THIS GUIDE” 


this in hopes that he'd never have to use any of this, save for the most dire of emergencies. One such time has come... 


Batman has his Batarangs and Line Launcher to get around Arkham Island, but he doesn't have this ook—you do! This guidebook is 
the ultimate weapon for use in stopping the Joker's crazed plan to sink Gotham City into utter chaos. 


‘This guide contains a full complement of maps to every nook and cranny on the island; proven strategy for dispatching 

every foe that crosses Batman's path; and step-by-step instructions for surviving every encounter with armed enemies, 
+” Batman's one true vulnerability. The walkthrough was designed to help those who may only play through the story mode 
once to get the most out of their experience without any: unnecessary backtracking. Those who want to solve all 240 of the 
Riddler's Challenges will find detailed assistance in the corresponding chapter. There's also Achievement/Trophy content 
on the fold-out poster and plenty of tips and tactics for earning the maximum medals in Challenge Mode and moving up the 
Leaderboards, Lastly, “The Batcave" section of this book contains a full breakdown to every gadget and WayneTech upgrade 
in the game, as well as the XP and combat system, and enemy abilities and weaknesses. 


Riddler Reflewemae Log: Indicates the whereabouts of every Riddler’s Challenge 


Arkham, the Joker 
Teeth, and more. 
Refer to the maps to 
avoid missing any of 
these goodies. 












contained in each area. Use this section to point you in the right direction, but refer to 
the “Riddler's Challenge” chapter for specific details. 
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Provides a summary of the steps 























‘Bropinies: Easy-to-follow 


captions accompany 
screenshots of every 
Riddler Trophy. 





Tapes & Auikinema Ihntfo: 
Learn more about the 
game's villains and 
Arkham Asylum by 
uncovering the hidden 
Interview Tapes and 
Chronicles of Arkham. 





Don't forget to find each 
area's Secrets Map to 
make finding all of these 
things much easier. Plus, 
every set of Joker Teeth 
is revealed! 


Boss Fight Check out these standalone 
sections for specific strategies and tactics 
when fighting the game's fierce bosses. 


















Welome to the Batcave. T's chapter contains all of the information an aspiring Dark Knight needs 
fo know before heading into battle. Here you'll tind detalled explanations of the combat system, 
@ breakdowm of the XP system and avelable Wayne ech upgrades, and tips an using each of the 
gacets. tr short, th’s chapter 's des'gned to compkment the user's manual thats snchuled with 
your copy of Batman: Arkham Asylum. We recommend you always read the manual frst to gain 8 
basic understanding of tons the game ’s played. them consult th’s chapter for add'tonel ‘information 
once youve begum to play the game. 







Consult the controller schematic available in the Pause Menu or in the user's manual for a listing of the various controls. 
Since this game is releasing on multiple consoles, we have adopted a generic control system for use throughout this book 
to prevent confusion. For example, rather than referring to the Xbox 360's A Button or the PS3's X Button, we simply refer to 
it as the Run Button. The following table details the system for referencing controller buttons throughout this guide. This is 

not a complete list of the uses for each button—some advanced techniques require multiple button presses. 


CONTROLLER BUTTONS REFERENCE TABLE 


Run, Climb, doub! 
Strike, Glide Kick 


F Aim Gadget LTrigger 
, ‘ Me Grapple Wye) | RBumper 
Det 
' Move | Ler Thumbstick 
| Camera # Right Thum: | Right Thumbstick 


ivate Detective Mode 


Crouch RTrigger 
Batman's direction 


Directional Pad | D-Pad 
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é 4 > DIFFICULTY MODES 
ay 

The game features the following three difficulty modes: Easy, Normal, and Hard. This strategy guide is based on the 
Normal Difficulty setting. The primary difference between these modes is that on Easy Difficulty, enemies inflict 

less damage and are less aggressive than they are on Normal Difficulty. On Hard Difficulty, however, enemies are 
more aggressive, inflict more damage with each attack, and boss enemies tend to use all of their available attacks 
right from the start. That being said, the biggest difference is that there is no attack indicator on Hard Difficulty—this 


means that you will have no warning indicating when an enemy is set to attack! Enemies are also more aware of Bat- 
man’s hiding places on Hard Difficulty, making it that much more difficult to lurk in the shadows. 














As Batman, you'll spend a lot of time exploring the various halls, 
caves, and yards of Arkham Island You won't spend all of your 
time at ground-level, though: proper use of Batman's winged cape, 
the grapnel gun and other gadgets will ensure that you spend 

a fair amount of time in the air. Gameplay primarily consists of 
searching for clues to complete objectives, battling Joker's hench- 
man and other escaped psychopaths, and searching the island 
for the 240 solutions to Riddler's Challenges. This is very much an 
action-adventure game and, although combat plays a big role in 
the game, there is a considerable amount of exploration. 


PREDATORY MOVES 


It's important to remember that Batman's nickname isn’t the 
Dark Knight for nothing—the more time you spend in the shad- 
ows, hiding out of sight until the last moment, the better you 
will fair, After all, Batman does not believe in inflicting lethal 
force on his enemies. This strict moral code poses a great risk 
when dealing with armed enemies if he doesn’t plan out his 
actions and take down his enemies without being detected. Ap- 
proaching an armed enemy head on is suicide—you must learn 
to use the environment, the shadows, and Batman's gadgets 

to survive encounters with armed enemies! Here are the most 
common ways to avoid detection. 





«a 





Ventilation System: Arkham Asylum’'s ductwork is perfect for 
getting the drop on an enemy. Pull the grate off one end of the 
ventilation system and crouch down to enter it. Use Detective 





Floor Grates: Just like the ventilation system, these small 
underground passageways lead from one grate to the next. 
Stand over a vented floor grate and press the Crouch and Run 
Buttons to go underneath the floor. This is the perfect way to 
sneak behind an enemy. _ 





Gargoyles: Grapple up to these massive statues that line the 
ceilings of most rooms to avoid detection. You can plot your moves 
and launch a number of attacks from atop these gargoyles. Rap- 





Ledge Shimmy: The Joker doesn't employ the smartest 
bunch of thugs. This makes it possible for Batman to grapple 


into a hanging position on a walkway where an enemy 
trolling. Climb up behind a foe to perform a Silent Tak 
or grab him by the neck and pull him over the ledge! 
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down behind a wall at a corner. Press the Run Button to m 
him go into Corner Cover; you can also throw Batarang: 
in Corner Gover, 
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/”\ ARMED ENEMY ENCOUNTERS 
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Since dealing with gun-toting enemies requires more 
thought and finesse than fighting unarmed henchmen, 
we've included special strategies for every armed 
enemy encounter in the game. Look for these special 
callout boxes throughout the walkthrough portion of 
this book. 


Invisible Predator Takedowns 


Batman can perform a number of takedowns while remaining 
undetected. Hide in the shadows and perform any of the follow- 
ing takedowns to eliminate Joker's henchmen: 


Silent Takedown: Sneak up behind an enemy and choke him into 
unconsciousness (silent). 





Ground Takedown: Grabs a downed enemy and punches him in 
the face (silent). 








Ledge Takedown: Hang froma ledge and pull an enemy over the 
railing (noisy), 









Glide Kick + Ground Takedown: Swoop down from a gargoyle 
or ledge and kick an enemy, then perform a Ground Takedown 
(noisy). 












DETECTIVE MODE 


Detective Mode is commonly used to analyze evidence and 
track a subject via the chemical composition of a person's 
breath, his DNA, or some other means. Although this is an 
important use of Detective Mode in Story Mode, this impressive 
combination of 2235 
thermalimaging “9 
and night vision is 794 
especially useful 
when dealing with 
armed thugs. While 
in Detective Mode, 
unarmed enemies 
appear blue in 
color, while armed 

enemies appear ».™ 
red, Additionally, 
Detective Mode 
can be used to gain 
an instant count 
of the number of 
enemies in a given ¥& 
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There is one extra benefit to using Detective Mode: it shows an 
enemy's emotional state and heart rate! Although this shouldn't 
play a major role in your tactics, it helps to know the tenden- 
cies of your enemy. 






Calm: Henchmen who are calm are less likely to notice in 
tent noises or movements in the shadows, They don’t stray far 
their assigned posts or patrol routes and don't actively search 


Nervous: It doesn't take much to elevate a henchman's heart rate 


one of their unconscious comrades. Nervous henchmen tend to 
spread out and veer from their specified patrol patterns. They will 
actively look for Batman, but they seem confident that they won't 
be the next victim, so it's still possible to sneak up behind them. 





‘Terrified: Henchmen who have encountered a few of Batman's 
victims will get very scared and become quite jumpy. They'll shoot at 
shadows, wander around erratically, and tend to turn around and keep 
their backs to the wall more often. It can be very difficult to sneak up 
onan enemy whois this frightened, so look for ways to oe them 


FREEFLOW COMBAT =~ 


Batman has a number of basic moves at his disposal including 
Strike, Dodge, Counter, Cape Stun, and Ground Takedown, He 
can perform each of these moves from the time he arrives on 
the island without the need to unlock any upgrades. Use these 
maneuvers against unarmed henchmen to initiate a combo and 
enter FreeFlow mode. sees, aaa 





<< FreeFlow combos begin on the third strike and give Batman 
the power to land Critical Strikes. To perform a Critical Strike, 
press the Strike Button while pointing the Movement Controls 
toward the next enemy at the exact moment the current strike 
hits an enemy. Doing so allows Batman to dramatically increase 
his power (up to three times as much damage is delivered) and 
his strike range. It's not uncommon to strike one enemy and 
then see Batman leap and spin across a room to hit another foe 
with a Critical Strike, provided you time the button press cor 


time you suc- 
cessfully link 

* another move, 
© whether it's a 

Strike, Counter, 
Cape Stun, or 
some other 

{ technique. 





You gain access to numerous combat upgrades and tech- 
niques through WayneTech each time Batman reaches an XP 
milestone. XP, also known as Experience, is primarily earned 
through combat. You earn XP for each enemy you defeat based 
on the type of enemy and the skills used in combat. 











‘You earn an XP combo bonus in fights against three or 
more enemies This is avtarded at the conclusion of the 
fight and is worth 10x the maximum combo. For example, 
achieving a maximum combo of 12 during a fight will 
yesult in a 120 XP banius! 


and put him on edge—they'l go from calm to nervous after finding 





rectly. Most importantly, the multiplier is increased by one each 


The variation bonus is another valuable tool for earning 
XP. This is awarded at the end of the fight based on the 
umber of unique combat moves linked together ina 
single combo. There are a total of nine moves to link for 
the maximum variation bonus: Strike, Counter, Dodge, 
Cape Stun, Combo Batarang, Batclaw, Ground Takedown, 
Special Combo Throw, and Special Combo Takedown. 
Obviously, many of these must first be acquired through 
WayneTech. 


VARIATION BONUS 


XP is also earned based on the type of enemy defeated, 
for solving Riddler’s Challenges, destroying Joker Teeth < 
and Ivy's plant pods, and defeating key Titan henchmen. 


XP VALUES PER ENEMY & TASK 


E Unarmed henchman 
High security henchman 
Pipe-wielding henchman 
Stun baton Henchman 
} Rifle/Shotgun Renchman 
| Sniper 


f. Lunatic eae 


‘Titan henchman 
Destroy Joker teeth 
Destroy Ivy plant pod 
Riddler trophy #aui- 
Interview tape 
Chronicle of Arkham 


: Secrets may 


b Solve a riddle 
; Complete story objective: 





Batman begins the night with his trusty eens He can use it Bre, 
to knock down enemies or cut ropes, but it is the only 

one of eight possible gadgets that he can initially select. The 
other gadgets are acquired as Batman progresses through 
Story Mode and by purchasing special Batarang yeas 
via WayneTech. 




















































Use the aforementioned gadgets to perform the following 
variety of takedowns: 
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‘You earn your choice of an ever-expanding selection of 
WayneTech upgrades each time Batman reaches an XP mile- 

at with a Quick Batarang stone. There are 20 upgrades in total and, although some aren't 
initially available, you can choose from any of the available 
upgrades each time Batman fills the XP meter. As you can see 
in the following table, you typically need 5000 XP per upgrade 
during the latter half of the game. To reach this number, you 
need to take part in combat and solve lots of Riddler's Chal- 
lenges to guarantee that you earn all of the upgrades. 





aded to knock down enemies 











y: Available through WayneTech in 
forms. Throw multiple Batarangs at 
two or three enemies simultaneously. 











E 1: Acquired through Story Mode. Spray 
up to three doses on different surfaces and detonate 
them remotely to blow through walls, stun enemies, XP REQUIREMENTS PER UPGRADE b Aries 
or lay traps. Can be upgraded for proximity detection ‘erga Sree dl PR Gis Fe ie st 
and selective targeting. 














mot Ayailable through 
WayneTech. Use Movement Controls to steer the Re- 
mote Control Batarang over great distances to knock 
down multiple enemies or distant snipers. Has a quick 
recharge time. 








Available through Story Mode, eventually 
upgraded to Ultra Batclaw. Pull over a single enemy 
(or three with Ultra Batclaw) and can be used as part 
of FreeFlow combo. Batclaw can yank ventilation 
grates off walls or ceilings, while the Ultra Batclaw can 
pull down breakable ceilings. 











Sequencer: Acquired through Story 
Mode. Used to hack security control gates and gain 
access to otherwise locked areas, Can be upgraded to 
ase the range of effectiveness and greater ease 
hacking. 





Line Launcher: Acquired through Story Mode. Use 
for crossing between two distant—but horizontal— 
areas, Cannot be used on an angle or in any vertical 
direction. Used to stun enemies by kicking them (and 
can be used through plate glass windows), but it is 









Available through WayneTech and 
e upgraded to Sonic Shock Batarang. Tuned to 
match the frequency of Suicide Collars to lure enemies 
into traps. Has a very slow recharge time. Detonate 
Sonic Shock Batarang when an enemy is near to knock 
ium out. Sonic Batarangs cannot be used in any area 
once a Sonic Shock Batarang has been detonated. 
Make sure to detonate the Sonic Shock Batarang only 
if the targeting reticule is yellow or else it will simply 
short-circuit and fail to knock out any enemies. 





Special Combo Throw 


Allows Batman to perform an unblockable grab and throw 
after achieving a combo score of x8. Can be directed to 
inflict damage on multiple targets. Batman can continue to 
chain attacks after a Special Combo Throw. 


‘Throw: Run + Strike Buttons 


Choose Direction to Throw: Movement Controls 


au Special Combo Takedown 


nt 


Available only after Special Combo Throw has been acquired. 
Allows Batman to perform an unblockable instant takedown 
after achieving a combo score of x8. Batman can continue to 
chain attacks after a Special Combo Takedown move. 


+. Unlocked only after Special Combo Throw has been went 
Allows Special Combo Moves to be executed after As Me a 
Reombo, score of x5 instead of x8. 


Combo Batarang 


> Powers up the Batarang during combos so that it can be used 
to knock down thugs. 


Doubles the power of normal combo strikes when strikes are 
perfectly timed. Increase combo score by x2 for each Critical 


Strike allowing for quicker activation of Special Combo Moves. 


SPECIAL MOVES 


Inverted Takedown 


Allows Batman to swoop down and grab assailants as they pass 
underneath gargoyles and leave them strung up. 


Hang From Gargoyle: Cape Stun Button 
Inverted Takedown: Counter Button __” 


BATSUIT UPGRADES 


Each Batsuit upgrade expands the size of Batman's 
health meter by an extra block, We recommend up- 
grading the Batsuit once or twice early in the game, 
leaving the final two Batsuit upgrades for later. Having 
all four Batsuit upgrades is especially important before 
taking on the Extreme Combat Challenges available in 
Challenge Mode. 


Armor Upgrade V1 


Military grade spun para-aramid fibers molded into the Batsuit 
chest piece provide greater protection from attack. 


Armor Upgrade V2 


Available only after Armor Upgrade V1 has been acquired. 
Super lightweight nano-engineered polymer plating incorpo- 
rated into the Batsuit creates a more resilient outer shell. 


Armor Upgrade V3 


Available only after Armor Upgrade V2 has been acquired. 
Ultra strong micro plating developed by WayneTech, layered 
between the regular armor and the undersuit, 


Armor Upgrade V4 


Available only after Armor Upgrade V3 has been acquired. 
Batsuit soaked in top secret prototype formula, developed by 
Lucious Fox at WayneTech. Durability is massively increased 
without additional weight while retaining full movement and 
flexibility. 
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Batarang Power 

Upgrades the standard Batarang power, increasing the time an 
assailant stays down when hit. 

Twin Batarang F 


Allows two targets to be taken out simultaneously. Once thrown, 
requires a short period of time before it can be used again. 
Also upgrades Combo Batarang. 





Triple Batarang 


Available only after Twin Batarang has been acquired. Allows 
three targets to be taken out simultaneously. Once thrown, re- 
quires a short period of time before it can be used again. Also 
upgrades Combo Batarang. 


Remote Control Batarang 


Special Batarang that can be directly controlled by Batman 
after being released. Once thrown, requires a short recharge 
period before it can be used again. 


Sonic Batarang 


Tuned to resonate at the exact frequency of the Arkham Suicide 
Collars, attracting nearby Joker henchmen. Useful for luring 
targets into traps or away from an area of importance. Once 
thrown, requires a short recharge period before it can be used 
again. 


Sonic Shock Batarang 


Available only after Sonic Batarang has been acquired. Serves 
as an upgrade to the Sonic Batarang. Allows this to be deto- 
nated once thrown to overload the suicide collar ofanearby 
henchman, incapacitating him. However, the residual interfer- 
ence will stop any further Sonic Batarangs from being effective 
in this location. 





















Multiple Frequency Detonation 


Allows selective detonation of Explosive Gel. Useful for ad- 
vanced Takedown tactics. 


Zoom in on charge to be detonated: Click Camera Controls 
Detonate Specific Charge: Aim Gadget + Grapple Buttons 


Auto Proximity Detomation 


Upgrades the Explosive Gel to automatically detonate if 
nearby threat detected. Temporarily incapacitates targets. 


CRYPTOGRAPHIC SEQUENCER | 
UPGRADES 


eS. § 





Increases effective range of the Cryptographic Sequencer, al- 
lowing Batman to override out-of-reach Control Points and gain 
access to areas that would otherwise be inaccessible. 2, 

a 


Cryptographic Power Amplifier 


Increases the power of the Cryptographic Sequencer, allowing 
easier deciphering of security systems. 











Mesmassansyy 
Entrance 


Ht wasn't supposed to be ths 
easy, the Joker wasn't expected 
to surrender without @ fot 
and Batman knows t, But 
protacal 's whet it 5, so at 
the end of @ stormy chaotic 
rift in Gathan City Botmen 
tokes @ drive out to Arkham 
[sland ta hand-clelirer Joker 
to Warden Sharp. * fire at 
Blalgate Penitentiary earler in 
the evening forced hundreds 
of convicts to be transterred 
fo Arkhem Asykum. Could i al 
post be @ coincidence? Or could 
it be a trap? 
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INTRODUGTION 
a 


HEROBS & VILLAINS 
Stra 


RIDDLUERS CHALLENGES 
AWHLABLE DURING EIRST WJSIT 
IGADGET. 





SB a9 aaa nee Locate and analyze the Holding Cells 
for evidence. 
> Intensive Treatment Lobby None sr niiaes 
cs 
jo Holding Célls None EALLENGE 
Fr ye | msl | 4 SPIRTT OF ARKHAM 
7. 2 _ Patient Pacifcation None (CHALLENGE MODE 


| \ jo! Processing Corridor None 





i) Decontamination None 
= = Scan the crime scene area to isolate a 
je Secure Treatment Transfer None forensic trail. 
e@ Secure Transit None 
e@ Intensive Treatment Lobby None 
uM Intensive Treatment Lobby None 





Track Gordon's movements by follow- 
Intensive Treatment Lobby ing] Boles! whiney trail! 


Wes cae: ate 






Escape from Intensive Treatment to the 
island surface. 


41. 


THE ASYLUM 


Warden Sharp and his security personnel greet Batman just inside the gate to the asylum when he arrives. 
‘They waste no time strapping the Joker to a handcart. Walk with the guards as they wheel the Joker from the 
Intensive Treatment Lobby through the Cell Block Transfer area and down an elevator to the Holding Cells. 


t 


Batman is prevented from venturing any deeper into the asylum for fear of agitating the inmates and is help- 
less as the Joker breaks free. Thanks to an unidentified accomplice working on the inside, the Joker slips 
through the deactivated security gate and vanishes into the depths of the Intensive Treatment facility. 


me ore eee: 
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The Joker’s accomplice waits for Batman to break 
through the security glass before deactivating the 
electronic gates to the cells. This fight serves asa 
tutorial of sorts: Press the Strike Button to punch 
and kick the inmates. You are prompted to press 
the Counter Button while fighting the second batch 
of enemies. When the wavy lines appear above an 
enemy’s head, it indicates that he’s about to attack. 
Quickly press the Counter Button while pushing the 
movement controls in his direction to inflict a bone- 
bruising counterattack. 
‘THERIDDLER'S 
‘CHALLENGE 
SPIRI? OF ARKHAM 
CHALLENGE MODE 





FREEFLOW COMBO 5 


_———— 
‘The.s6cond wave of 


‘Blackgate prisoners 


f serve as perfect 


fodder for building 

a combo ofat least 
five strikes. Press the 
Strike Button while 
aiming at the nearest 
enemy. Hit an enemy 
twice, move to the 
next enemy, and keep 
the flow going! 





THE JOKER: 


“WELCOME TO 
THE MAPHOUSE, 
BATMAN 





tf A) = | 
: Batman has no choice but to delve deeper into the 
ie Intensive Treatment facility in hopes of recapturing 
a | the Joker. Head up the hallway to the Processing 
: Corridor and use Aim Mode to destroy the Joker 
i } Teeth with a series of Batarang throws. Continue 
y down the hallway to the two inmates near the inter- 
5 section. Beat them down, talk to Eddie Burlow near 
\ » the locked door on the left, then head down the hall 
RS - to the right. Batman will radio Oracle, his informa- 
Me tion retrieval expert, to update her on the situation. 


4 ‘THE RIDDLER 
4 CHALLENGE 


SPIRIT OF ARKHAM 
CHALLENGE MODE 





) sy I> COMBAT CHALLENGE UNLOCKED 





Use the Batarang to destroy the five Joker Teeth scat- 
tered around this area to unlock the first of many 
Combat Challenges. These bonus challenges are 
accessible via the main menu. Consult the “Challenge 
Mode” chapter in this book for tips on unlocking each 
challenge and for expert strategy on how to conquer 
each one! 





Enter the Patient Pacification Chamber and speak 
to Zach Franklin near the security gate. One of the 
asylum’s prisoners, Zsasz, has captured a security 
guard named Mike and is threatening to fry him in 
the electric chair if anyone gets too close. Head up 
the stairs to the balcony overlooking the electric 
chair and speak to the guard. Batman will instruct 
the guards to keep Victor Zsasz distracted while he 
swoops in from above. 







Activate Detective Mode and locate the gargoyles near the ceiling. Press the 
Grapple Button to grapple up to the first one, then swing across to the other 
two to get behind Zsasz. Hold the Strike Button wh 

‘the Glide Kick. The Glide Kick will knock Zsasz dow temporarily stun 
him, but he'll get up if you don’t perform a Ground Takedown. Press the 
Crouch and Counter Buttons simultaneously to deliver a final blow. 


osc wose 
Grapple bp to gartjioyles to.get = 


‘view of the turrolunding azea am 
attack. 


QO, 


SHOCKING RESCUE 


“Grapple to the s to get 
being spotted, 


a Ground Takedown. 
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Although Batman successfully defused this situa- 
tion, Harley Quinn soon reveals herself on the moni- 
tor and shows Batman just how big of a trap he’s 
sprung—she has Warden Sharp bound and gagged. 
and has cut communication with the rest of the city. 


Rip the two ventilation grates off the walls in the 
room with the electric chair; grab the Riddler 
Trophy from behind one, then crawl up the sloped 
ductwork behind the other. Continue through the 
ventilation system to the next Riddler Trophy, then 
kick out the grate on the right and hop down. The 
door to the Decontamination area is now unlocked. 
Smash the Joker Teeth and follow Eddie Burlow to 
the window. 


Seoerateeaieennenaiamenptarmacipniarsnraneeanrdl 


Soar 


Someone has unleashed a few canisters of Joker 
Toxin in the Decontamination room and the extrac- 
tor fan is offline. Batman must find a way to ventilate 
the room and rescue the guards before they die. 
Grapple to the ledge above the spot where Eddie 
Burlow is standing, kick out the grate, and pull the 
first guard to safety. 
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as Joker Toxin and it's inc: 
thing about Joker Toxin is that it 
sinks to the floor. This makes i 


grapple around the room in the 


ithout being poisoned. Don’ 
into the cloud of toxin—just quick 
Button and he'll automatically e: 


47 


Hold the Run Button to sprint toward the ledge and automatically jump across to the next platform. Grapple 
to the upper platform and rescue the second guard Jump and glide down to the next platform and approach 
the Blackgate inmate clinging to the side of the ledge. Save him or leave him hanging, the choice is yours. 
Now toggle Detective Mode on and locate the Extractor Control Point in the office. Hit the control panel with 
a Batarang to jumpstart the fans and clear the room of the Joker Toxin. Destroy the three Joker Teeth in the De- 
contamination area and duck underneath the floor grate in the center of the room to find a Riddler Trophy. 





“ Coste south to the Transfer Loop and follow the green arrows on the floor 

_ = Joker Teeth and Blackgate inmates to the Secure Treatment Transfer 
Sre2. Normally it wouldn't be a good idea to follow arrows left by the Joker, but 
Batman doesn't have any choice right now. 


Gliaé from the upper mt BATMAN'S FIRST UPGRADE 


‘platform to the one 
| opposite the control 
point and locate the : 


Blackgate convict. ————— Chances are good that the Joker Teeth in the Trans- 


Gatiean oan loane the fer Loop area will provide Batman with enough 
convict hanging, but XP to fill the meter and earn his first WayneTech 
that won’t unlock the ) upgrade. Although there are a number of upgrades 
bonus. Hoist the pris- z SEEEECTDS available, we highly encourage all first-time players 
oner up (Batman will eS to select Armor Upgrade V1. 

automatically knock 

him out) to save him 

and earn this bonus. 


LEAVE NO MAN BEHIND 


SPIRIT OF ARKHAM 


(CHALLENGE MODE 

































Joker arranged for Batman to follow him to the Se 
Transfer area so that he could unleash his newest experiment 
on him. The Venom Henchman is a goliath with b 
and surprising speed. Fortunately, this beast's int 
par with its looks. The Venom Henchman will primarily attack by 
charging toward Batman in an attempt to bow] him over. It will also 
attack by throwing one of the guard's bodies at Batman, plus this 
beast can create a small shockwave with its ground punch. 


Treatment 









Batman can’t stand toe to toe with this monstrosity without first 
stunning it. Stand as far back from the Venom Henchman as 
possible and target its face with a Batarang or two as it charges 
forward. It will raise its arm to shield its face from the Batarangs 
and continue running straight into the wall. Double-tap the Run 
Button to dodge out of the way, then turn and unload on the Venom 
Henchman with a series of five punches and kicks. It will punch 
the ground in anger after clearing its head, so dodge away and 
run to the other side of the area. Watch out for another thrown 
body, then continue to stand tall and stun the galloping Venom 
Henchman with Batarangs to make the creature run into the wall 
again. 








‘Defeat the Venom 
‘Henchman by leading 
it into a wall three 
times, unleashing a 
short combination 

of attacks while it's 
dazed. The Venom 
Henchman can with- 





stand the punishment 
for only so long and 
the bonus will be 
yours! 


INTRODURTION 4 
HEROES & VILLAINS 






Batman isn’t completely alone after the Joker retreats into Extreme Isolation: there’s a security guard holed : 
up in the nearby booth. Collect the Riddler Trophy from the unoccupied booth, then talk to the guard. The 
Joker will interrupt the conversation with another message on the monitor. He's states that he used security 
guard Frank Boles to capture Commissioner Gordon as a present for Harley. Batman can't go after the 
Joker without first rescuing Gordon! 


THE JOKER: “SILLY BATS, / DONT WANT TO 
ESCHPE. /'M HAVING WAY TOO MUCH FUN 








‘THE RIDDLER'S 
CHALLENGE 


RESCUE COMMISSIONER GORDO 
LOCATE 6 ANALYZE THE HOLDING CELLS FOR EVIDENCE . 


Return to the Transfer Loop and ead west to the southern entrance to the Holding 
Cells area. This is the spot where Batman and Commissioner Gordon helped escort 
the Joker when they first arrived. 


SCAN THE CRIME SCENE AREA TO 
ISOLATE A FORENSIC TRAIL _ 


we 
Boles waited until everyone else had aleated out, 
then snuck up behind Commissioner Gordon and 
knocked him out. Activate Detective Mode to see 
if Boles or Gordon left a clue. In this case, Boles 
left his flask of bourbon behind. By analyzing the 
bourbon, Batman can follow a trail of whiskey from 
Boles’ breath. 



















SPIRIT OF ARKHAM 


TRACK GORDON'S MOVEMENTS BY 
FOLLOWING BOLES' WHISKEY TRAIL 


Keep Detective Mode active and follow the faint clouds 
of whiskey breath southward through the Transfer Loop 
to Secure Transit. Batman arrives just in time to rescue 
Henry Smith, a guard at Arkham, from the elevator Har- 
ley sends crashing down at him. Continue south to Cell 
Block Transfer by climbing the elevator shafts; simply 
use the grapnel gun to grapple from ledge to ledge. 
Take a moment to talk to Henry and collect the Inter- 
view Tape from the desk in the office up the stairs—it's 
a recording of Harley Quinn. 





Grapple up to the platform near Henry to begin the 
ascent. Batman must grapple and leap to a ledge 
where he can then shimmy across to the rig! 

Climb up to reach the maintenance platfo: 
continue a counter-clockwise ascent aro" u 
elevator shafts in the Secure Transit area to the top. 
Press the Run Button to make Bat 

up and over the ledges and hol: 

to duck underneath the low-1 

the area in the center (betwee: 

conduits) and continue al: 



























Jump and grab the narrow ledge to the right and shimmy all the way around the corner up ahead to the next THE RDDLER'S 
level. Grapple to the ledge high above and crawl underneath the fence to reach a tiny passage that leads to eae 
the first Chronicle of Arkham, a mysterious series of messages left behind by the island's founder. siiniinatee res 


Grapple into a hanging position on the final ledge and scout the opposition. There are five Blackgate 
prisoners located at the top of Secure Transit, two of whom are wielding a pipe. Climb up and use a quick- 
throw of the Batarang and a series 

of punches and kicks to take them 
down. Watch for enemy attacks and 
press the Counter Button to disarm 
the Blackgate prisoners of their 
melee weapons. The thugs will get 
back up once or twice if a Ground 
Takedown isn’t performed, which can 
leave Batman open to attack. Try to 
stun a few enemies and create some 
distance before moving in for the 
Ground Takedown. Destroy the Joker 
Teeth and.continue through the 
ventilation system to reach the Cell 
Block Transfer area. 


Batman's first encounter with armed enemies is just ahead. This is a good time to mention that he y vulnerable 
to gunfire. Although upgraded armor can lessen the damage, challenging armed gunmen to a fight is suicide, 
Batman must use his intelligence and ability to stealthily move through the t to gain the upper hand. 


In this guide, each encounter with arme g ecial tre ay extra omy 
Encounter sections throughout the walkthrough fo > ith a minimum 
amount of 









Exit the ductwork and 
remain out of sight near the 
wall; do not approach the 
security guard who was just 
shot! Batman will radio to 
Oracle and discuss altering 
his Detective Mode to high- 
light enemies with firearms (they'll appear red). Go into 
Detective Mode to spot the four armed hostiles. Three are 
on the floor around the corner, while a fourth is in a surveil- 
lance room up a flight of stairs to the south. 


Grapple to the gargoyle directly overhead, then swing 
across to the other gargoyles to move behind the enemies 
without being seen. Tap the Run Button to drop straight 
onto the floor, then press and hold the Crouch Button to 
sneak up behind the nearest enemy. Remain in a crouched 
position and press the Counter Button to perform a Silent 
Takedown. Do this to the other two enegni 


Three armed enemies patrol the Intensive Treatment Lobby 
not far from the ductwork. Immediately sneak up behind the 
nearest thug and perform a Silent Takedown to eliminate 
him. Now grapple to the roof of the office in the center of the 
area and stand above the glass ceiling. Continue to monitor 
the enemy positions while in Detective Mode and wait for 
one of them to walk underneath Batman. Press the Counter 
Button to perform a takedown by dropping through the 
glass ceiling onto the guy. Depending on where the third 
enemy is located (enemy patrols and reactions are random), 
try to quickly grapple to a gargoyle along the perimeter of 
the area, return to the roof of the office, or duck beneath the 
floor through one of the grated floor panels. The remaining 
enemy will either slowly make his way toward the office in 
the center or continue to patrol the perimeter. Get the drop 
on him by performing a Silent Takedown. 









irr 



















Now it's time to take out 
the final armed assailant, 
who's up the stairs having 
a video conference with 
the Joker. Stay crouched 
and sneak up behind 

him to perform a Silent 
Takedown. Crawl through the ductwork leading from 
the surveillance office to reach the Intensive Treatment 
Lobby. 





The second wave of enemies 
will enter from the south end i. 
ofthe area. While stil atop the [aa Uil 
office, watch them split along * we 
separate paths and wait for 
‘one to get out of sight of the 
others—always think about 
line of sight before making a 
move! Use the Glide Kick to 
take down a lone enemy, then 
quickly perform a Ground 
Takedown to knock him out. 
Immediately grapple to the 
nearest gargoyle to avoid 
detection. Wait for the two remaining gunmen to split up 
and make your move. Stay in the shadows and attack once 
the enemy is alone. 





Re INTRODUGTION 









__Glimb the ladder ihe walecy wis the second wave of enemies appeared and destroy the final three 

_ Joker Teeth. Approach the corpse of Frank Boles on the dolly to see a message left by the Joker. The trail 
may have gone cold but Batman is sbout to get some unexpected assistance. He receives communication 
from the Riddler, aka Eawerd Nigme. and is presented with his first riddle. 


) MD UP TO THE CHALLENGE? 


‘ad 


From this point forward, every time Batman ¢ anew 
level, a series of Riddler’s Challenges will appear in the 
Map Menu. Also, whenever Batman enters a room that has 






and look to th 








RieL a specific riddle, that riddle will appear on-screen as a re- 
munder Each riddle that can be solved during initial visits 

portralyady within the walkthrough will be covered in the walkthrough. 

Sharp. Go into For those that must be tackled on a subsequent visit, 


Detective Mode and "chapter. Batman gains 
scan the portrait to M awealth of ad XP each time he solves a riddle 
solve the riddle. A guard named William North unlocks a door to the These riddles also unlock a number of character bios and 


riddle is solved character trophies in the process. 





Utility Corridor as soon as th 


Don't exit the area just yet! Grab the Interview Tape from the desk in the central office, then return 
through the office to the eastern side of the room. It's time to solve another riddle! After solving the 
riddle, speak to William North. ee 607 | 


ee 
yt 





A PUTZLE WAS MOANY SIUES, BUT ONLY. SOMME ARE VISIBLE. 


Stand inside the office in the center of the Intensive Treatment Lobby and activate Detective 
Mode. Study the windows on the southern side of the office and locate the upper portion of the 
“2” on the window near the door. Now position Batman and manipulate the camera controls 
to line up the question mark on the window with the dot painted on the wall in the distance, 
beneath the vents. After aligning the “?", press and hold the Detective Mode Button to solve the 
riddle. 


ESCAPE FROM INTENSIVE TREATMENT 2 2 Ye DON’T KNOW IRCK ABSUT 
TO THE ISLAND SURFAC : (|) ROTHANK TUNE IN'Te ENDUT. 











# Follow your ears to the radio on the bench in the locker room of the 
Enter the door to the Utility Corridor. Zoom in on the radio dial, specifically to where Jack 
Utility Corridor and Ryder’s name is located. Hold 


continue through the the Detective Mode Button to 


narrow passage to the 
locker room. The door 
= ’ onthe north side of the 
locker room connects to a small storage closet and a 
ventilation duct that leads outside to the island sur- 
face in Arkham Island, East. Hop down from the cliffs 
and approach the two security guards near the arch. 


scan the deejay's name and 
solve the riddle. 





Solve the Riddler's riddle about 
‘Warden Sharp and the portrait, then 


exit via the Utility Corridor to the 


‘S island surface. Stand atop the cliff 
~ overlooking the Arkham Mansion to 
unlock this bonus. 
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csee 
Pe Ll st meres bao tercanlis of bite Foto’ ae uty am 


© rater and 's now tree to explore Arkham Island in search of clues. He knows Horley and 
S the Joker used Frank Bales te capture Commissioner Gordon, but be doesn't knan where 
po tot hin One ting fr sre, the ler bs bron pling Ws for hg tre and 


Botanical Gai 


=f | 


Intensive 





RIDDLER’S CHALLENGES 


AVAILABLE DURING EIRST WJSIT 


GADGET 
HSA KO)O AD) 






Protect the Batmobile, 


oo Island East 


O96 Arenam stand East 


% 










Arkham Island East i 
Se 
i) 
ae an 
} 
Arkham Island North 
‘ Scan the Batmobile crime scene area 
im Arkham Island North None to isolate a forensic trail. 
y bad 
/ Arkham Island North Explosive Gel 
| , 
eX ja Arkham Island North None 
{ fs Arkham Island North None 
e Arkham Island North None 
& p Locate Gordon by tracking his 
2 Arkham Island North Explosive Gi discarded tobacco. 
D Arkham Island North None q 
J 
% =?) Arkham Island North None 
ol) 
{ fh Arkham Island North None > 
qa Arkham island West None 
je Arkham Island West None Find an alternate route into the 
} xy Medical Facility. 
j 
; js Arkham Island West None 
ja Arkham Island West None 3 
js Arkham Island West None La 
: e@ Arkham Island West None Ce ee 
~ > ee — 
& eye Laer 
y $ Arkham Island West None cn / cor OF, 3 
4 = ¥ “ 
3S e e zie 
© EA 4 9 Arkham IslandWest ____ Explosive Gel Lae fo - # + 
the : : — 








Batman exits the Intensive Treatment 
facility high on a cliff overlooking the rear 
entrance to the building in Arkham Island 
East. Guards are positioned throughout 
the area in pairs, protecting the entrance 
to Arkham Mansion, the Botanical Gar- 
dens and, of course, Intensive Treatment. 
There's no telling where the Joker went or 
where Commissioner Gordon was taken. 
Glide down to the ground below, grab the 
Riddler Trophy from the viewpoint near 
the cliffs on the right, then talk to Louie 
Green near the guard shack. 


The Joker uses the public aides system on the island to cominand’ 
every fiend in the vicinity to head to Arkham Island North to destroy 
the Batmobile. There's a path leading to Arkham Island North near 
the Botanical Gardens. Take a moment to collect the three Riddler 
Trophies near the Botanical Gardens—two are in the cemetery and 
one is on the watchtower. There's also an Interview Tape on the desk 
inside the other watchtower. 








Enter the cemetery to the southeast of the Botanic 
Amadeus Arkham and scan it to solve the riddle 


The guards near the ambulance aren't the only ones in 
this tunnel, which leads from Arkham Island East to North. 
There are two armed gunmen on the other side of the gate 
behind the ambulance. Grapple up to the ledge above the 
gate and climb down behind the gunmen to get the drop 
on them. Sneak up behind them while crouched and per- 
form a pair of Silent Takedowns. 









Counter their attacks to relinquish them of their 
weapons. Stay on the move and try to time your at- 
tacks well to rack up a Critical Strike to increase the 
multiplier as much as possible, especially if you've 
unlocked the Special Combo Throw (requires x8 
—— = — combo) or another special attack. 





Exit the tunnel to Arkham Island North and sprint 
straight ahead toward the thugs beating on the Batmo- 
bile. Toss a Batarang to stun the nearest enemy, then 


ii %» start punching and kicking the: fo submission. 


> ANEW GADGET! EXPLOSIVE GEL 


The Explosive Gel is found ins bile, immedi- [i 
ately after defeating the thi ar. Use Detec- 


tive Mode to spot walls and s structurally | 
reaver ae Ue yak 
Gel and hold the Aim G: 
the Crouch Button to spr. 
holding the Aim Gadget 
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SCAN THE BATMOBILE CRIME 
SCENE AREA TO ISOLATE A 
/FORENSIC TRAIL 


Enter Detective Mode and scan the periphery 

the Batmobile to find a tobacco pipe—Oracle 
confirm that it belongs to her father, Commissioner 
Gordon. Although he dropped the pipe, he still 
had the bag of Wild Country tobacco. Knowing the 
Commissioner, Batman suspects he can locate a 
faint trail of tobacco on the ground. 








ARKHAM 
WORTH 















Approach the crumbling building to the west of the children’s 
playground equipment and study the stone archway on the left, behind 
the tree. Use Detective Mode to 
spot the top half of a “?”, then 

line it up with the dot painted 

on the ceiling inside the 

building, Scan the full question 


Head north past the 
4 watchtowers and locate 





the gate marking the 
main entrance to 
Arkham Asylum. There | 





isa child's see-saw on 
the right; scan it to solve 
this riddle. 


LOCATE GOROON.BY TRACKING HIS. DISCARDED TOBACCO 


Follow the trail of tobacco to the heey door near the sign to Arkham Island West. The gate is locked, 
so use Batman's Explosive Gel to blast through the weakened wall to the right of the door. Continue 
through the tunnel to Arkham Island West and out the other door. 





mark once itis aligned. 








(OF ARKHAM, 





Samanineeosmntntic aan 
CHAWENGE MODE 


The tobacco trail leads down the slope toward the —— 4 
Medical Facility building and six unarmed Black- 
gate inmates. Aside from a pair of inmates on work 
. assignment in front of the Penitentiary, the rest of the 
area is clear. Grapple to the ledge above the door 
to find a Riddler Trophy, then Glide Kick the thug 
painting the wall near the visitor center straight 
ahead. 


There are three more Riddler Trophies in this area: 
one near the stream close to the entrance, another 
under the watchtower, and the final one is on the 
boathouse roof. There's also an Interview Tape inside the boathouse and a Chronicle of Arkham behind 
a destructible wall at the base of the Penitentiary. Collecting them all should put Batman close to another 
upgrade; if so, opt for the Twin Batarangs or the Critical Combo Strikes. 





“—'i — =. 







Climb the stairs (or somnidt the uppermost landing in front of the Penitentiary and go into 
Detective Mode. Look down over the railing to spot the large “?” on the lower level. Now locate 
the dot spray-painted on the fence post and carefully line them up to complete the Riddler's 
question mark 


” 


i) {oes Ay y 


61 


AA ee 





Follow the tobacco trail up the steps and 

across the bridge above the stream to the six 
inmates milling around in front of the Medical 
Facility. Now prepare the Multi-Batarang, if you 
have it, and knock a couple of thugs to the ground. 
Rush in and start purnmeling the rest of them. Stay 
on the move, time your taps of the Strike Button, 
and build as high a combo as possible. Using 
Counters will further help the multiplier, but there 
is a risk in dropping the combo by performing 

a Ground Takedown or getting hit. Get the combo 
above x8 and use the Special Combo Throw to toss 
one enemy into the others to vary the attacks. 













Destroy the three Joker Teeth and enter the Medical Facil- 
ity lobby to find Harley kicked back on a chair behind a 

security fence. Commissioner Gordon is out of sight to the 
right, but she’s not about to disable the electrified fence to 
let Batman in. 


‘THE RIDDLER’S 
CHALLENGE 


SPIRIT OF ARKHAM 


CHALLENGE MODE 


Exit the Medical Facility and grapple to the building’s roof. Run along the edge 
of the roof to the far-right corner, nearest the water, to find a Riddler Trophy. 
Next, double-back the other way. Activate Detective Mode near the rooftop’s 
northern wing to find a weakened wall. Use Explosive Gel to blast through the 
wall and drop down into the Medical Facility. The search for Commissioner 
Gordon continues... 















Breaking into the Medical FaciTty was the easy port, 
paw Batman must find @ way through the twa- 4 
story building ta find Horley Ginn and rescue the ™ 
Commissioner, Batman wan't go undetected for | 
bang and the Joker snd the Blakgate inmates have 
‘several surprises te stare tar, the Dork Knight, Trey” 
hospital steff wasn't warned in advance of the 
her's escape and hostages have been taker, Warst 

+ of all, not every dactor ' bere to hep! 


‘S 





my = -RILER’S CHALLENGES 
*- AVAILABLE DURING EIRST WJSHT 


oe 





aintenance Access 


” we Sanatorium 
iw 





Upper Corridor None. 
XRayRogi None 
Li 
” 
Experimental C en} None 
; Ht 

Experimental Chamber None 

Upper Corridor None 

Upper Corridor None 

Lower Corridor None 

Sanatorium None 

Sanatorium None 

Medical Foyer None 

| @ Patient Observation None 

x 

\ F =P) Sanatorium None 
{ J 
\ | ra) 

=} “e Sanatorium Explosive Gel 
4 
.\) fa) : 
# | li Medical Foyer None 
= /\ Q Patient Observation None 
= 
— =?) Surgery Room None 
sh ae x 
= Dy. Morgue None 
= a 4 
~ 2 |... Experimental Chamber _ None | 
x § 

. oye é i 

4 2» _ Experimental cin: “at 
a r 2 - 







Locate and rescue Dr. Kellerman. 





Return to the doctors in the Sanatorium 
and pick up Gordon's tobacco trail. 





ue Gordon without being detected. 








Batman enters the Medical Faci enance Access corner of the building. Climb 
the fence and pull the vent the wall on the lower-right, then crawl through 
the ductwork. Turn at the fir: find the Riddler Trophy and return up the 
slope and continue to the San through the second piece of ductwork and 
es turn right at the fork to entez © southeast corner. 





2 Se eee 
r. ie vy fan enemy will cause damage, but it won't knock him unconscious 
‘wall Ws actually the chunks of debris that turn out the lights on the enemy, not 


‘Gel to Ienack down an enemy, you must perform a fast Ground Takedown, orelse he'll 
area for structurally weak walls, ceilings, and floors and use them to your advantage! 











E I X 

ARMED ENEMY 
1 

Five armed inmates are holding the doctors captive near the 
elevator on the west side of the Sanatorium. Four of the in- 
mates are patrolling the multi-level room in random patterns, 
but one is positioned opposite a breakable wall in the south- 
east comer, Another will likely wander into the operating 
corner of the room along the eastern edge, just north of the 
elevator. Drop off the ledge and place Explosive Gel on the 
vulnerable wall to the left. Grapple to a gargoyle and glide 
down onto the destructible roof north of the elevator. Return 
to the rafters and monitor enemy movements while in Detec- 


tive Mode. Wait for one of the gunmen to wander beneath the 
Explosive Gel on the ceiling and detonate the two traps. 

















Taking out the remaining Sree inmates isn't quite as easy, 
given the unpredictability of their patrols and the layout of 
the Sanatorium. Move between the gargoyles and toggle 

in and out of Detective Mode to determine what level the 
enemies are on Don't go after any gunmen who are in sight 
of the others; instead. perform Glide Kicks and Ground 
Takedowns, but Silent Takedowns are a safer bet. 


floor to the lowest lev 

the Sanatorium and sca 
skeletons in the jail cell. T 
area is located on th 

of the room. 


Batman will signal to the doctors that the room is 
clear and, although they will continue to call for 
help, this is a good time to explore. Destroy the 
three Joker Teeth on the lower level and use the 
ventilation grate in the northeast corner (lower 
level) to access a maintenance passage with a Rid- 
dler Trophy. A similar passage on the west side of 
the room contains a Chronicle of Arkham—slip 
into the floor grates to access it. Lastly, there is an 
Interview Tape on the desk in the northeast corner 
of the room. Talk to the doctors near the elevator to 
learn about the three doctors who are still missing. 
Batman must head to the three wings of the Medical 
Facility to find them. 


e Mode to spot a weakened section of floor on the west 


room. Use the Explosive Gel on the floor to blow it up. 

Step back 
toward 
the south) 
and line 
up the 
“?"in the 
hole with 
the dot on 
the floor. 





_ LOCATE & RESCUE OR YOUNG _ : 


Descend to the ground floor of the Sanatorium and head through the door leading to the Upper Corridor. 
There are three painted stripes on the floor; follow the yellow stripe to the X-Ray Room. Three unarmed 
inmates stand just outside the entrance to the X-Ray Room, so have the Multi-Batarang 

ready to go. 









Proceed to the Medical Foyer 
via the Sanatorium to bypass 
the security gate. Next, scan the 
plaque on the wall that states 
this unit of Arkham Asylum was 
funded by Bruce Wayne. 








The gunmen have Dr. Young cornered inside the locked office in the center of the room, but two of the walls are breakable. 

Use Detective Mode to spot the cracks in the walls and place Explosive Gel on both of them (the west and north sides of 

the office). Grapple onto the top of the room to find a Riddler Trophy and view the impending damage. Detonate the two 
‘simultaneously to take out all five enemies at once! 








= vee a 
Venture inside and talk to Dr. Young to find out what's going on in the hospital and instruct her where to * i 
go. The Joker leaves a gift of three Joker Teeth im the Upper Corridor as a reward for your efforts—use a 
farang to open it and continue back to tite west to find a Riddler Trophy in the ventilation system. 3 j ; 


. i # 






_ LOCATE & RESCUE OR. KELLERMAN. ae. 


Follow the green stripe on the floor of the Uppez C 
er at the corner outside the room and use the Mi 
door. Perform a Ground Takedown on one of 
similar tactic to drop the two thugs taunting Dr. Ke! 


reach the Patient Observation room. Take cov- 
ig to drop the two armed thugs armed near the 

t the other one with a Critical Strike. Use a 
Aaron Cash. 











The Blackgate inmates have deactivated the three extraction fans in the Patient Observation area and 
flooded the area with Joker Toxin. Aaron Cash and Dr. Kellerman are trapped in the office with no way out. 
Batman must find a way to activate the fans and clear 
the room of the gas. 












Rip the ventilation grate off the wall near the window 
. and crawl up the slope to the upper level walkway. 

Approach the vertical fence on the right and throw 

a Batarang at the Extractor Control Point in the 

southwest corner of the room. This will lower the 

Joker Toxin, making it possible to access the lower 

platforms on the south side of the room. 








Circle around the perimeter of the Patient Observa- LOCATE & RESCUE | OR. CHEN 


tion room in a clockwise direction by using the ——= ——— 
various platforms. Note the prisoner hanging by the + 

rope; leap to the fence platform near the window on 
the north side of the room and turn and throw an- 
other Batarang at the Extractor Control Point in the 
northwest corner. Face the inmate on the rope and 
use another Batarang to cut the rope, thus dropping 
the precnet thst the weakened ceiling ofthe © 
- office. Next, glide over Critical Combo Strikes upgrade 
to the platform in the 3 : == from WayneTech. Quick-throw the 


corner and throw an- Ya Batarang to stun enemies trying to 
other Batarang atthe ~  ‘Sufound Batman and stay on the move, attacking nearby en- 

; emies, then jumping across the room to get the others, Avoid 
final Extractor Control being hit and don’t perform any Ground Takedowns, as doing 
Point. so will likely end the combo. 





FREEFLOW COMBO 10 


You've had a chance to fight groups 
F. 6f enemies before, but maybe you 





Follow the red stripe on the floor of the Upper Cor- 
ridor in a northerly direction to the Surgery Room. 
Dr. Chen is strapped onto an operating table as a 
diversion and eight unarmed Blackgate inmates are 
set to leap from the balcony and attack. Although 
none of these thugs have pipes as weapons, one 
of them may 
pick up a crate 
or other item. 
and attempt 
to throw it at 

2 Batman. Use 
+m WAS THIS GRE ELY-T66 HET the Cape Stun 
I OtE THE PRESS? if you see red 

bolts over an 

enemy's head 
to interrupt the 
attack and cre- 
ate an opening. 





¥, 


‘Gear the Patient Observation aréa of the Joker Toxin, then enter the 
room with the destroyed ceiling. Zoom in and scan the newspaper 
Epping with the headline “Fireffy Escapes.” 





THE JOKER: “DONT 

GET T00 FULL OF 
YOURSELF , BATS. /'M 

Teethinthe area Pickup thelaterviewTepeon = UST” SOF TEENING YOU 


the desk in the office and exit through the door 


around the corner from Dr. Kellerman. Another gift UP | al OR THE MA/N 


from the Joker awaits Batman in the hallway, filled 
with Joker Teeth. 


i 
































~. 










Grapple to the upper ley 












-. | and scan the large board with 
schedule. Basically 





T. Elliot's name is located. 








| high: Seeorihenchan inside clothed in a red 
ape Stun attack to daze him before he attacks, 





Wi Ws 1p LOL Ou KO) 850) :9) 31.921 D) 


Rescue Dr. Young, Dr. Kellerman, and 
Dr. Chen from the three wings of the 
lédical Facility to unlock this bonus. 
S Rescuing.the three doctors is required 
in order to gain access to the lower 
floor. 












“RETURN TO THE DOCTORS IN THE 
{| SANATORIUM & PICK UP GOROON'S 
TOBACCO TRAIL 








Return to the Sanatorium and talk to the doctors 
and Aaron Cash. He’s going to escort Dr. Young to 
Arkham Mansion'so she can retrieve some valuable 
research notebooks. The elevator suddenly starts 
up—someone is coming up from the basement. 
Batman flees to a gargoyle and the doctors run and 
hide—time for a fight! Two more Joker Teeth exit 
the elevator. 








Although the three armed 
henchmen quickly scatter, 
they remain easy picking for 
Batman, Remain on the gar~ 
goyle until the group splits 
up. One will likely remain on 
the upper landing, in close 
proximity to the elevator. 
Drop down into cover and 
sneak up behind him for 

a Silent Takedown. Retreat 

to the gargoyles and swing 
around the room, looking 

for an opportunity to pick off 
the others with Glide Kicks 
and Ground Takedowns. 





ty > SPECIAL COMBO BOOST 


Ifit’s time for another upgrade, this is a great time to unlock the Sp 
if you've already unlocked the Special Take 
to perform Special Gombo Move 


cial Combo Boost 
lown. This upgrade makes it possible 

ig this 
that much 


5 instead of x8. Unlo 


future upgrade: 


with a combo of 


upgrade now will enable you to earn more XP and ac 


faster! 


Take the elevator to the basement of the Medical Facility. Batman exits thobuf in 
the Secure Access area, in the northeast corner of the lower level, just in time‘to 
witness Dr. Crane poison several doctors and an inmate. Blow up the weakened 
wall near the security gate and follow the path to the ventilation grate that} 


Amysterious ga 
cess. Although I 


, affecting Batman in the pro- 

the camera will 

of what you see and hear when Batman is in 
ed by Scarecrow. 


. turning him to fac 
reveal a pz 
this 









































* the corner. Drop down onto the lower walkway 


hug the wall and stay out of sight). 7 ‘ 





sof fh 

‘STUCK IN A NIGHTMARE 
Cross the center of the Lower Corridor 
toward the slumped body of Commissioner { 
Gordon. Batman is troubled by what he 
perceives to be his inability to prevent this u 
death but has little recourse other than to 
head south through the Lower Corridor to 
the Morgue. The Morgue is empty except 
for three body bags in the center. Open 
each body bag to push Batman closer to the 
darkened memories of his past and further 
into this nightmare. : malt d 
The Morgue is no longer the room it was moments ago. It's now outdoors, perched floating in 
space and soaked with rain. Run and jump across the gap toward the exit to face the towering 
Scarecrow. Batman must avoid the intense gaze of Scarecrow as he spins in place scanning the 
ruins for his prey. Use the ledges and walls to hide while completing a counter-clockwise lap 
around this platform-like puzzle to reach the Bat-Signal. The only way to escape the Sights is 
to defeat Scarecrow by shining the Bat-Signal at him. 












Remain crouched behind the wall where 
Batman begins this trip and wait for _ 
Scarecrow's searchlights to pass by once or 
twice to get a feel for the speed at which he 
spins. Sprint up the stairs as soon his gaze 
passes Batman's position and take cover near» 


and hurry past the next section, using cover ,-;+| 
when necessary (press the Crouch Button to >? 


* . 
Jump nt, in the walkway and leap into a hanging position on the brick wall. Shimmy along 
out of sight, then climb up once Scarecrow spins past. Take cover near the tile wall before the _ =~ < 
large gap; Batman needs time to run and glide across it. Use the column of drawers ahead for, 
cover and utilize the Explosive Gel to blast the wall to the right (apply the gel, then retreat into ~ 
cover to detonate it). The blast will draw Scarecrow’s attention, causing him to lean over and 
inspect the area. Stay crouched behind the stack of drawers until he moves to the left, then leap 
across the gap. Continue along the path to the Bat-Signal and use it to blast Scarecrow in the chest 
with a dream-ending beam! f ‘ 

















and'return to the Morgue, 
ickiest part in this run-in with 
row is using the Explosive it 
© blast through the wall that it 
locks the path. Simply follow the 
gy provided in this section 
Oe and that Achievement /Trophy will 
be yours! 





Look around the center of the Morgue after escaping the run-in 
with Scarecrow and scan the jar labeled “Great White Shark.” 






Exit the Morgue and continue back through the 

Lower Corridor in the direction of the arrows)the_ 
Joker left behind, Batman will see that the corpse in * 
the hallway wasn't that of Commissioner Gordon, | \ 
but just another security guard! Continue throygh | 
the door toward the Experimental Chamber with | 
the Multi-Batarang in hand. Use the Cape Stun to 

daze the enemy armed with a knife (in the orange 
jumpsuit), then head toward the observatiortroom. 





} 
} 4 


Enter the Experimental Chamber and listen toe 
Joker’s proposition: Harley is holding Commis- 
sioner Gordon captive in the adjacent room 

sounds like the Joker wants Batman to rescue h 
Grab the Secrets mae on the table before rip; 











Crawl feeagh the ductwork to the lower level of the Ex- 
perimental Chamber area and peer through the cracks in 
the wall to view the enemy locations. Harley has the Com- 
missioner in a locked office on the south side of the room, 
but Batman will be entering from the north. There are two 
thugs standing guard on the main level at the north end, 
while two other armed inmates patrol the walkways around 
the northeast and northwest corners. 





Remain in the ventilation system all the way to the north 
end where the ductwork ends and take down the guard 
with a Silent Takedown. Enter the ductwork on the north- 
west side of the room to 
avoid detection and kick 
open the grate on the other 
end to sneak up behind 

the next victim. Be sure to 
pick up the Riddler Trophy 
inside the vent. 





















Follow the arrows 
on the floor in the 
Lower Corridor to 
the Experimental 
Chamber. Locate the 
stuffed bear on the 
table on the left side 
of the room and scan 
it to solve the riddle. 


Taking care 
of the other 
two armed 
gunmen 
doesn't 
require quite 
as much 
precision. 
Use Corner 
Cover and 
make your way around the northeast side of the room to 
sneak up behind the patrolling guard. The final enemy is on 
the lower walkway in the center of the chamber. Sneak down 
the stairs while his back is turned and grab him from behind. 


‘The only armed 
enemy that remains 
is Harley Quinn! 

Go up the stairs at 
the south end of the 
room and grapple 
to the ledge above 
the laser security 
gate. Grab the Rid- 
dler Trophy on the 
edge, then crash 
through the glass 
ceiling onto Harley 
to rescue Commis- 





















r ip 
If Batman was wondering why the Joker would make it so easy for him to tke 
out Harley Quinn and rescue Commissioner Gordon, he has his answer now. 9 
The Joker was set to pump Bane full of Venom and 'set him loose on Batman == 
Bane drives Batman straight through the wall to the Boiler Room where the 
two will face off, with periodic interruptions from the Blackgate inmates. 

Ps; ‘ 

Bane’s primary attack involves stampeding we room in an attemp' 
to run over Batman. Although he may lookidazed from running into the wall, 
Bane will quickly swat Batman aside if the Dark Knight is near him when he 
stops his charge. Batman must hit Bane in the face with a Batarang to stun him 
so that Bane will run headfirst into the wall. Throw the Batarang once Bane 
starts running, then quickly dive away. Batman must hit Bane enough times to 
stun him so that he turns and faces the center of the room after slamming into 
the wall. When this occurs, run up and attack! Quickly attack with a couple of oe = 
punches, then hop onto Bane’s back and yank out one of his hoses. 





Joker then orders a number of unarmed Blackgate inmates to join the fight 
after Bane loses his first hose. Focus on dealing with these lesser enemies 

as quickly as possible, but do not take your eyes off Bane. He'll still charge 

at Batman and throw massive boulders; simply double-tap the Run Button to 
dodge away from the projectiles. Dodging over enemies is another great way 
to avoid Bane’s attacks. Land as many Critical Strikes as possible to build up a 
combo, then use the Special Combo Takedown to finish off the thugs. 


Batman must tear three hoses from Bane’s back and the only way to 
accomplish this is to stun him during a charge, wait for him to face the 
center of the room, then attack. The Joker will send a second, larger 
‘wave of enemies into the room to attack Batman after he pulls the second 
hose from Bane. The intensity of the figt—and Bane's charges and 
boulder throws—will increase. Stay on the move and focus on countering 
enemy attacks, but do not move im for the Ground Takedown unless 
you're absolutely sure that Bane =m > Steanmoll over Batman 
inthe process! Perform a Specie! G iow and Special Combo 
Takedown to make quick work of then imsh off Bane. 


BANEFUL PAYBACK 


Défest Bane in the 
‘Boiler Room by stun- 


} ning him three times 


and yanking out the 
hoses supplying the 
Venom to his system. 
Batman must contend 
with two waves of 
Blackgate convicts 
during the struggle 
with Bane, but as long 
as you keep one eye 
on Bane and the other 
onthe thugs, you 
should be fine. 








to Dead Man's Follow the cave to Dead Man's Point. 





q ANALYZE DR. YOUNG’S 
{ RESEARCH IN THE BATCAVE 





~,/ TIME FOR AN ARMOR UPGRADE! 








‘Upmace V3. Satman must contend with many more kr o 
‘Secunty Henchmen in the coming hours and an extra layer of a 
fealy come in handy. 


LOCATE THE CAVE ENTRANCE 
TO OEAO MAN'S POINT IN 
ARKHAM NORTH 


Go up the path from the dock toward the Penitentia- 
ry to the corridor leading to Arkham North. There 

is a small gang of Blackgate inmates uphill from 

the Medical Facility and another group near the 
Penitentiary. Use the tactics employed during the 
fight against Bane to beat them back. Try to knock 
as many to the ground as possible, then finish them 
off with Ground Takedowns and Special Combo 
Takedowns as they get up. 


BATMAN: °/7 $ BEST 
TO PLAN AHEAD FOR 
SITUATIONS LIKE THs,” 


Arkham North is one of the few areas for which you should already possess the Secrets Map. The approximate loca- 
tions for each of the remaining Riddler’s Challenges are present on the in-game map. Use these icons (and the “Rid- 
dler’s Challenge” chapter in this book) to find the items in this area. 





Circle around the north side of Intensive Treatment 
and scale the wall on the east side of the building, 
just to the right of the entrance to Arkham East. A 
High-Security Henchman and several other thugs 
will attempt to thwart Batman's advance—use the 
Cape Stun 
attack to 
create an 
opening 
and at- 
tack. The 
entrance 
to the cave 
is straight 
ahead, just past the park benches. Grapple to the 
ledge above the cave entrance to find a Riddler 
Trophy, then return to ground level and venture 
inside, 





FOLLOW THE CAVE TO 
DEAD MAN'S POINT 





The cave lead- 
ing to Dead 
Man's Point is 
strewn with 
crumbling walls 
and broken 
ladders, as well 
as a couple of 
secret items. Grapple to the ledge above the broken 
ladder just inside the cave and turn to the left to spot 
a Chronicle of Arkham. Continue through the cave 
to a large room with a pile of skulls and use Detective 
Mode and Explosive Gel to find another Riddler 
Trophy. Continue to Dead Man's Point, take a deep 
breath, and watch as Batman leaps from the cliff. 
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Te Flatt from Dead Man's Paint to the entrance to the Caves offers an echitbrating olde 
‘along the southern side of Arkham Island. pias te ie alae ee 2 
pearly as impressive as Batman's ~~ * oy 

iprimary base of operations in ; 
Gather City, it features 
all of the computer 
equpment and 
gadgetry Batman could 
ever need an the island, ~ ani 
Best of al be thas es 
Orack to ail him im understanding 
Dr. Young's research, Bane’ s 
pha for hep and explanation j 
of whet had happened to hin » 48a eee 3 
concerns Batman, as does the Soker's rei : 
willngness ta return to the ‘sland. 
Dr. Young's research mist reveal 

@ kt more than expected, 





_ RIDER'S CHALLENGES 
AVAILABLE DURING EIRST WISIT 





Old Sewer Batclaw 





























tf B Old Sewer Explosive Gel 
{e Main Sewer Junction None 
\ t 4) Main Sewer Junétion None 
. ; 
t B Main Sewer Junttion None 








Main Sewer Junction None 

Main Sewer Junction None 

; Main Sewer Junction None 

‘ .* Old Sewer None 
; hati 

e Old Sewer None 

e Surface Access None 

Main Sewer Junction None 












nm to the surface via the sewer system. 
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E BATCAVE 


Batman will pass through the external security scan 
without delay. Run and glide across the gap in the 
walkway to reach the suspended platform hous- 
ing his array of computer equipment. Batman and 
Oracle uncover the science behind Bane's plea— 
Dr. Young has created a Titan Formula that could 
render a mechanical delivery system of Venom un- 
necessary. The formula is missing from the research 
and Batman must help Dr. Young keep it from the 
Joker. He must get to her before the Joker does! 





> ANEW GADGET! THE BATCLAW 


Batman retrieves the Batclaw from a se- 
cret storage location inside the Batcave. 
With this gadget in hand, he can grab 
objects or enemies from a distance and 
pull them toward him. The primary use 
of the Batclaw is to yank off ventilation 
grates located in out-of-reach spots. Bat- 
man can then grapple into the opening 
with his grapnel gun. Use the Batclaw by holding the 
Aim Gadget Button while aiming the targeting reticule. 
Press the Crouch Button to launch the Batclaw, then 
press the Run Button to pull on the rope. 








LOCATE DR. YOUNG 


RETURN TO THE SURFACE VIA 
THE SEWER S'°STEM 


Test out the Batclaw on the stack of WayneTech crates 
on the catwalk leading north from the central plat- 
form. Fire the device at the crates and yank them off 
the walkway to create a place to jump to. Use the Bat- 
claw to pull the ventilation grate off the wall straight 
ahead and grapple up to enter the Old Sewer. 


\ 





tm a Silent Takedown to disable the thug in the 
then turn and scan the Chronicle of Arkham 
e wall. Five additional thugs are situated 
und the corner up ahead. Although unarmed, 
can rip pipes from the wall to use as weapons. 
the Batclaw to pull one foe off his feet and then 
ip into battle. Perform Critical Strikes to build the 
tiplier, then use special combo attacks and coun- 
Ts to disable the thugs. Collect the Interview Tape 
Riddler Trophies in the hallway and head north 
toward the Joker Teeth. 


KILLER CROC IN WAITING 


Curious as to what's around the corner to the south? 
The door is locked, but Batman can peer through the 
window to get a look at the enraged Killer Croc. You 
can bet he’s counting the minutes until he gets his 
scaly claws on Batman! 


Venture north to reach the Main Sewer Junction. 
This relic of a facility is in tatters, its brick walls and 
ledges too weak for the grapnel gun to gain hold. 
The toppled columns and running water have cre- 
ated an environment too hazardous for any hench- 
man, so you can relax a bit and focus entirely on 
navigating this area. Toppled columns and narrow 
walkways offer just enough of a pathway to make 

it possible to spiral upwards to the Surface Access 
corridor. 


Take your time exploring the nooks and crannies 
of this area, as there are no fewer than five Riddler 
Trophies to find during this initial visit. A sixth 
one, visible across the way from the Surface Access 
entrance, is just out of reach. 











Ge St Sees Se giant gears and climb up and through the first column. Ex- 
Ged Ge Se a eo Riddler Trophies, leap across to the Joker Teeth, and run up 
r-clockwise direction across the gap to the next toppled 

1e Riddler Trophy in the distance near the lights and arches; 























Climb the second toppled column inside the Main Sewer Junction. Next, shimmy alon 
in the tower to the ledge and climb up to where the Riddler Trophy is located. Activat 
Mode and stare through the missing bricks to the ceiling and line up the “2” 
archway with the dot of paint on the nearby wall 





on the 











/ erpalpee nai 
‘column and glide ina sharp tur tothe left to 
but the only penalty fr failure is having to: 
gas — 
Enter the Surface Access hallway and take the Interview Tape from atop 
the crates in the corner. Blast through the wall up ahead using the Explo- 
sive Gel and jump across the trench to reach the surface. Batman will exit 
the Caves onto a dilapidated structure on the north end of Arkham North. 
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ee 
Batman's underground journey took hin ta the narterm ede of Be “sind. He knows Pr. Young and Cash wert to Arkham 
Mansion and it te's to keep the Than Formule out of the Jeher's tend's. te must get ta Pr. Young before the oker does. Un- 
fortunately, the Joker used the time the Dark Knight wits underground to autht his quards with rifles, 
BRS 9 a ORES : 
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OBJECTIVE 





LOCATE DR. YOUNG 
LOCATE A ROUTE INTO THE 
_RKHAM MANSION 


\, Batman exits the Cave: Use a Remote Control Batarang to knock the High Security 
bling building in the island. Henchman and another foe to the ground before gliding 
Joker has stepped uy down to fight. 
derground. A sniper has been stationed in each of the two 
guard towers, while four Blackgate thugs—including one 
High Security Henchman—are on the ground. Batman must 
not be detected! 














Grapple into a hanging position on the nearest guard 
tower and use a Silent Takedown against the sniper wis 
his back is turned. Glide over to the stairs lea 
second tower, grapple up, and perform a Silent Takediow= 
—— on the second 
t & sniper. With the 
anned Gueat 
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entrance to Arkham East and fight through 
the connecting tunnel to the eastern side 
of the island. The gang of Blackgate cons 
near the ambulance inside the tunnel are q 
similar to those outside—remember to 

Cape Stun the High Security Henchman Ff a 


and let them have it! 


Destroy the two Joker Teeth near the J a ~ 
FS 
cd 









ae 





ARMED ENEMY ENCOUNTER: : 
2 ARKHAM: ISLANDERS 


Joker has sent four snipers to the eastern side of the island 
in an attempt to stop Batman from reaching the mansion. 
‘Two snipers are ona ledge atop the main entrance to 
Arkham Mansion, while the other two are split between the 
two guard towers. Study their laser sights while in Detective 
Mode to ascertain the distance they can see and determine 
the direction they are facing. 


Grapple to the lengthy walkway on the right, crouch down, 
and run along the walkway to perform a Silent Takedown 
on the sniper up ahead. Retreat the way you came, then 
grapple to the other tower and unleash a Silent Takedown 
against the next enemy. 


Cut through the 

cemetery to 

avoid detection 

and grapple to 

the roof of the 

northern wing of 

the mansion. Run 

along the rooftop 

to the southern 

end and grapple into position on the southern roof of the 
mansion. This should provide a clear view of the two snipers 
above the entrance. Use the Remote Control Batarang to 
take down the snipers, then glide over and perform Ground 
Takedowns to finish them off. 








Now that the area is free of sniper fire, it's time to 
do some exploring. Put the Explosive Gel to use 
underneath the stairs to the Botanical Gardens and 
scan the Chronicle of Arkham located there. 
small courtyard north of the mansion entrance con- 
tains two Riddler Trophies and another Chronicle 
of Arkham. Two additional Riddler Trophies are 
located on the mansion rooftop, Destroy the two 
Joker Teeth at the base of the stairs leading to the 
main entrance and go inside. 


tek GOTHANY’S GREATEST EANHLY. 
|) STOWERS OER ‘THE CITY. 


Grapple to the roof of Arkham Mansion, above the courtyard between 
the center of the house and the northern wing (where the Riddler 
Trophy is located) and stand near the gap in the fence, Zoom in on the 
large “W” logo atop the Wayne Enterprises building in the distance and 
scan the logo to solve this riddle. 


Wh NI 


wor 


An electric barrier blocks the entrance to the man- 
sion, much like the situation at the Medical Facility 
earlier. It's time to find another way inside. Go out- 
side and grapple to the ledge where the two snip- 
ers were perched, then use the Batclaw to yank the 
ventilation grate off the wall and grapple up. Enter 
the door inside the room to cross the threshold of 
the Mansion Entrance Hall. 


BREAKING AND ENTERING 


Take out the four snipers and 
F sproceed into Arkham Mansion. 
‘The main entrance is blocked, so 
S Batman must use the Batclaw and 
]- grapnel gun to enter via the ventila- 
tion above the ledge. 















et the Jer tad Nites Mangan protected by snipers all toa tele. Batman 
Ewes hesitant to allow Dr. Young beck inta her office in the first place and naw its abundantly |: 
"char thet the Jeker bes fallwred her there. Betman knows Cash wes @ goad men and @ sald 
{ geerd, but ’s there any chance be was able to keep Dr. Young sate from the Aeker's goons? < 






Search Arkham Mansion to find Dr. 
Young's research notes, Seasta 





OBJECTIVES 


Rescue the hostages. 


© 
® 


ame $t CHALLENGES 


AVAILABLE DURING EIRST MJSIT 


ROOM REQUIRED, 


































@ Main Hall Batclaw > 
i) Bee South Corridor Batclaw 
Library None 
je au 
1) Libr be 4 None 
a 
| 
Arkham Records Batclaw 
y 
i \ je North Corridor None 
\. >. t' 
jo Warden's Office None 
\ } South Corridor None 
hs+/ > © 
| . 
. ® 0) North Corridor None 
i ® East Wing Corridor None 
Batclaw & 
EA Mansion Entrance Hall pa" Gay 
EA Main Hall None 
i South Corridor Explosive Gel 
e Main Hall None 
e@ Arkham Records Room Batclaw 
e@ Dr, Young's Office None 
Main Hall None 
South Corridor None 
South Corridor None 
North Corridor None 
Dr. Young's Office None 
Dr.Young's Office None. 
4 
East Wing Corridor 
‘Warden's Office ita x 














Explore Dr. Young's Office. 


Isolate a forensic trail for Dr. Young. 


Scan the Warden's Office to isolate a 
forensic trail. 


Locate the Warden using his DNA trail. 
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SUARSIONGENTRANEE MLL 


Batman's perch on the upper ledge in the Mansion En- 
trance Hall provides an opportunity to study the three thugs 
on the ground below without detection. The one nearest 
the statue is wielding an assault rifle, but all three are calm 
and oblivious to Batman's presence. Use the Multi-Batarang 
to knock them down, then swoop in and unleash some 
Ground Takedowns. 





a 








The security fence blocks the exit to the south and 
the doors to the Main Hall on the other side are bar- 
ricaded shut by Joker's henchmen. Peel off the venti- 
lation grate below the stairs to find the Riddler Tro- 
phy, then use the Batclaw to yank off the grate on the 
wall above the statue. Climb inside the crawlspace 
and use the Explosive Gel to reveal a Chronicle of 
Arkham and the passage to the Main Hall. 
















~<"_SEARCH ARKHAM MANSION T1FINO DR. YOUNG'S RESEARCH NOTES _ 


Grapple to one of the gargoyles high above the floor and use Detective Mode to scan the room for signs 
of Blackgate thugs. There are nine of them, but fortunately none of them are carrying weapons. Glide into 1 
battle and give the thugs a beating they won't forget! Collect the Riddler Trophy from behind the grate tt 
in the base of the statue, then go up the stairs and grapple to the ledge above the statue to find another 
Chronicle of Arkham. Destroy the Joker Teeth and crawl through the grate on the east side of the room mM 
to find an Interview Tape. ' 





22 wo 16-7 aan mn Te 2 SMT eS RARE 
PY AR AL? 7) THE RAIN? 





Defeat the enemies in the The same as any other creature: an umbrella, of course! Enter the 
Main Hall, then approach the South Corridor and scan the array of umbrellas inside the glass case on 
hallway leading to the South —_the east side of the room 


Corridor. Scan the portrait of 
Commissioner James Gordon 
| to solve this Riddle. 





Enter the door in the southeast corner of the Main 
Hall to continue to the South Corridor and destroy 
the Joker Teeth on the other side. Grapple to the 
ductwork high above the floor on the east side of 
the South Corridor and use Detective Mode to find 
the structurally weak wall. Blow through it with Ex- 
plosive Gel to find another Chronicle of Arkham. 












on the wall in the South Corridor. 
Grapple to the iat system on the other side of the room and spot the small dot of paint 
on the ductwork. Align itweth the curly parton the wall to form the question mark and scan it. 











MAMET ENEONY ERCOURTER 
#2 


1 Armed _1 Unarmed 



























The door to the Library is guarded by two thugs and one of 
them has an assault rifle. Take cover at the corner and get 
the Batarang ready. Throw the Batarang at the armed en- 
emy, then dash in and knock out both foes. The gun will get 
mocked from the convict's hands as soon as the Batarang 
hits him, so don’t worry about taking shots when he gets 
back up. 


Double-back to the 
west to get the Riddler 
Trophy from behind 
the grate on the wall 
opposite the Library 
entrance. Upon entering 
the Library, about six 
henchmen will attack 
» Batman, including two 
|. High Security Hench- 
{! men. Build up your 
. ke combo and.use Cape 
= Stun Attacks to keep the 
|. foes in the red jump- 
oe suits off-balance before 
_attacking them. 














Use the Batclaw to ¢ Riddler Trophy behind 
the grate on the main floor of the Library, then 
descend the stairs near the Joker Teeth to reach 
the lower level where two guards are tied to a large 
package. Joker promises to poison the guards in 
two minutes, but the security field prevents Batman 
from accessing the guards directly. Fortunately, 
there is another way to reach them! 


RESCUE THE HOSTAGES 


Sprint back up the stairs to the main floor (the one 
made of reinforced glass) and grapple to the railing 
two levels up. Crawl through the ventilation grate to 
enter a maintenance shaft behind the wall and use 
the grapnel gun to ascend even higher. The areas 
behind the wall are tiny and the passages aren't 
obvious, so turn slowly and look toward the ceiling 
to find areas to grapple to. Continue the ascent 
until you exit on the fourth floor balcony, directly 
in front of the 
massive chan- 
delier. Throw 
a Batarang at 
the rope sup- 
porting the 
chandelier to 
drop it through 
the glass floor 
where the 
hostages are 
located. Swoop 
down through 
the hole to free 
the hostages. 





SEARCH ARKHAM MANSION TO FINO OR. YOU 
_ RESEARCH NOTES (CONTINUED) 


Grapple back to the uppermost level in the Libra locate the ventilation grate on the wall, Find the 
Riddler Trophy behind it, then descend to the main return through the South Corridor to the 
Main Hall. Defeat the thugs in the Main Hall and c: e West Wing Corridor. 


Om Rem amen: = = ie = 
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Alone gunman in the West Wing Corridor is holding two guards at 
gunpoint. Since his back is to the door from the Main Hall, sneak up 
behind him to perform a Silent Takedown or fire the Batclaw into his 


back to yank him toward you for a quick beat-down! Continue west to 
the Arkham Records Room. 


le 5 SUICIDE COLLARS 


The thug with the gun was fitted with an Arkham Suicide Collar. This device detects the wearer's pulse and sounds an 
alarm if the wearer's heart rate drops too low. Under normal conditions, a squad of guards would rush to the sound of 
the alarm, but that isn’t the case with Joker running the asylum! 


Now whenever an alarm sounds, the other Blackgate convicts will come running toward the sound. With knowledge 
of the Suicide Collars comes the ability to upgrade to the Sonic Batarang. This cool gadget matches the frequency of 
the Suicide Collars and can be used to lure enemies into traps. 


_— 





Aaron Cash and another Arkham Guard have been taken 
hostage in the center of the room. There are six armed gun- 
men standing watch over them in hopes that Batman will 
come to their rescue. Two of the gunmen are in the center 
of the room, while the others are spread out through the 
‘wings of the Arkham Records Room. Batman must move 
quickly to eliminate the gunmen patrolling the upper walk- 
ways before their bodies are discovered. 


The foes on the periphery are on the move, meaning their 
locations will vary. Grapple to a gargoyle nearest one of 
them and look for an opportunity to either Glide Kick a lone 
enemy or tie him up with an Inverted Takedown. Swing to 
= another gargoyle 
and prepare the 
Batarang for an 
opportunity to 
cut the rope and 
drop the tied-up 
enemy onto 
another foe! 


Be very careful during situations in which three gunmen 
are grouped tightly together, as they can be difficult to 
dispatch without being detected. Put the Multi-Batarang to 
use and attempt to quickly knock them out or, if you have 
the Sonic Batarang, spray two batches of Explosive Gel on 
a wall and throw a Sonic Batarang toward the gel to lure the 
enemies toward it. Trigger the explosion right when they 
arrive to stun them! 












Cut Cash and the other guard free as soon as the final gunman is incapacitated. 
Use the Batclaw to rip down the ventilation grates on the south side of the room 
to enter the two secure areas. Take a moment to explore the areas to find an 
Interview Tape and Riddler Trophy, then head north to the North Corridor. 


BATMAN: “THE JOKER WANTS THEM, 
THAT MAKES THEM /MPORTANT..” 














(EXPLORE DR. YOUNG'S OFFICE 





The North Corridor is a two-story room with a hefty ceiling that conceals an 
upper walkway and maintenance area. Batman must use this upper passage to 
reach Dr. Young's Office since the door connecting it with the North Corridor is 
locked. Locate the ventilation grate near the door to the office and pry it off the 
wall to enter a small cell. Destroy the Joker Teeth and look toward the ceiling 
to spot a crawlspace. 
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Crawl through the ventilation system in the North Corridor to reach the two secluded cells in the back. 
Enter the one with the numerous circular writings and scan the wall to solve this Riddle. 





Exit the ventilation system on the upper level of the North Corridor and return 
to the corner where the door to the Arkham Records Room is located to find 

a Riddler Trophy. Crawl through the ductwork on the east side of this upper 
level to drop into Dr. Young's OSic= 


4'5, 
uit 





Throw the Batarangs at the enemies on the ground 
near the door to Dr. Young's inner office. Try to hit 
the enemy with the assault rifle. Leap into action 
and knock them out to secure the room. 








"UL BES COLO DALY AW HELL WHER THIS GHUL RISES AGAIN. 


Sneak through the ventilation system from the upper level 
of the North Corridor to Dr. Young's Office. Defeat the 
thugs and head up the stairs and scan the corpse on the 
open drawer in the morgue portion of the office. 





The door to Dr. Young's 
inner office space 

is locked, so crawl 
through the ductwork 
to reach it. Locate the 
opening on the north 
wall of the autopsy area 
and crawl through it. 
Examine the computer 
and desk to find the 
video of who retrieved 
the files from the safe in 
her office. 





























_ ISOLATE A FORENSIC TRAIL FOR 
DR. YOUNG 


The video on the computer shows that it was Dr. 
Young who retrieved the formula from the safe, but 
there’s no telling where she went! Batman must find 
some evidence of her location to track her down. 


Zoom in and scan the mask 
hanging on the wall in Dr. 
Young's Office, The mask is 
located to the right of the safe 


Enter Detective Mode and scan the outlined area 
for anything that may contain a signature of Dr. 
Young. Approach the safe to locate a handprint and 
scan the print to isolate the fingerprints. The prints 
are a match with Dr. Young, thus providing a trail for 
Batman to follow. Go back through the ductwork to 
the morgue and battle the thugs who emerge from 
the locked door ahead. Grab the Interview Tape 
on the desk and continue to the West Wing Cor- 
ridor where a gift of three Joker Teeth awaits. 


Following Dr. Young's fingerprints while in Detective 
Mode takes you back through the Main Hall and 
South Corridor to the Library. Descend the stairs 
in the rear of the room to the area where the freed 
hostages are 

located, then 

use Detective 

Mode to spot 

the book she 

hid the re- 

search notes in. 


SET 


hate tai ll nat olla ae. 
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‘ A mysterious gas emerges from the vents near the door leading back to the South Corridor and 
Batman suddenly finds himself back in Wayne Manor. This walk along the raim-soaked corridor 
will bring the horror-filled sights and sounds of that fateful night so many years ago to the 
Bresent. Continue through the scene to the end of the hall and exit through the door to enter Wrilaoan 
: 7 = ' t a version of Wayne Manor MANSION 
specially created by the 


Scarecrow. 








This encounter with Scarecrow 

is similar to the one that t 
occurred back at the Medical 

Facility, but this one is much 

trickier. Start the counter-clockwise lap around the ruins of Wayne Manor by sprinting from cover f 

to cover, then using the Batclaw to yank the large containers off the ledges. Use these containers y, VA 

for cover, then sprint to the wall and climb up. Round the corner and defeat the skeletons that / 








Scarecrow summons from the ground and continue. sf 3 
——— st 


Sprint and jump off the edge to grab hold of the gap in the wall and shimmy around to the right. 
Remain in a hanging position to the far edge and climb into cover. Run and jump to the right, 
climb up twice and then jump again to continue. Shimmy around the ledge to the right as faras # 
possible and press the Cape Stun Button to drop to the pathway below. oe Batch of skeleton 
creatures awaits Batman in the distance. i fis B 























» © _* Continue to the right and grapple up to the ledge near the giant gears. After that, run around the = <- 
«i “© corner to the next ledge. Don't worry about the Scarecrow spotting Batman in this area, as his A 

gaze is focused elsewhere. Take your time shimmying over and 

climbing up to the swinging pendulum. Now this is when things 





get a bit tricky... | j 
Be patient while jumping past the swinging pendulum, then take F yj i 
cover behind the wall closest to Scarecrow. Wait for his gaze to 2 Y 
swing from left to right past Batman's position and sprint down / 

the walkway away from him and 





into cover to the note ‘Wait near the right-hand end of the wall at @ 
and pause until Scarecrow pans to the left. When this occurs, 

quickly run and mantle over the railing and take cover near the 

wall up ahead. Stay in cover until Scarecrow begims to look back 

to the left, then quickly climb up, jump the gap,andshime the  # oh { 
Bat- be at oo Se . = = — 











RECURRING NIGHTMARE 


Batman breaks free from the nightmare high in the clocktower of Arkham Mansion. 


‘Survive the'second 
‘encounter with Scare- 


| crow. Use the Batclaw 


early on and fend off 
the waves of skeletons 
when they appear. Fol- 
low the steps outlined 
previously to clear the 
final few hurdles and 
shine the Bat-Signal 

at Scarecrow to break 
the spell and escape 
the nightmare. 


There's no telling how he got there—temporary insanity perhaps—but the only 
way. down is to cut the mope mg the bell. The bell smashes through the security 
gate that was previously blocking the entrance to the East Wing Corridor. 


‘Throw Batarang 





———= === 
approved cattlesprods is critical to 
Button tovperfotm an evasive dodge 












Enter the East 

Wing Corridor and 
scan the display 
case containing 
Catwoman’s mask 
and gloves. The case 
isin the southeast 





corner of the room. Meaery 





Head north through the East Wing Corridor and 
locate the bathrooms on the right side. There’s an 
enemy in the left-most stall, so perform a Silent 
Takedown on him. This next part is entirely op- 
tional, but it will net you some bonus XP. Advance 
slowly toward the Warden's Office, as Zsasz has Dr. 
Young in the room to the right. If he spots Batman, it 
will mark the end of the doctor's days! 


THE JOKER: “PULL UP 
A SEAT. TALK TO ME. 
(MALL EARS!” 





Take cover to the right of the room leading into 
the main office and prepare the Batarang. Wait for 
Zsasz’s head to pop out to the right of Dr. Young's, 
then throw the Batarang. Don’t throw it too soon 

or step out of cover, as doing so will result in the 
doctor's demise. Once freed, Dr. Young reveals the 
extent of the 
Titan Formula 
and what she 
knows about 
the Joker's 
intentions. 












DOWN TO SIZE 


Stay out of Zsasz’s line of sight and 
Ftake him Gown when he his head 
appears. Stay in Corner Cover until 
S he pokes his head out from behind 
| Dr. Young, then throw a Batarang to 
down him once and for all! 
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DESTROY THE TITAN PRODUCTION 
FACILITY IN THE BOTANICAL GARDENS 


Defeat the three thugs who appear in the Warden's Office and locate the Secrets Map on the desk. There 
is also a question mark hovering around the area where the map was found; it relates to the riddle that can 


be solved right next to the table. 


(2¢ 1ST ‘THE WARDEN Tee etitsR. = SCAN THE WARDEN'S OFFICE TO 


Le | f 

f°. A PUPPET sHew? 
Scan the puppet in the glass case inside the Ward 
Mansion. The case is next to the desk with the 


ISOLATE A FORENSIC TRAIL 


Harley Quinn 

kidnapped the 

Warden from 

his office. In the 

process, she 

gave him a pret- 

ty good smack 

in the head 

with her scepter. Locate the broken scepter on the 
ground and scan the area while in Detective Mode 
to locate Quincy Sharp’s blood. Batman can detect a 
DNA sample from the spilled blood and hair. 





_ LOCATE THE WARDEN USING HIS DNA TRAIL 


Exit the area of the Warden's Office where Zsasz was located and grapple to the 
balcony above the cabinets to find three Joker Teeth. Descend to the floor and 
grab the Riddler Trophy on the desk in the back corner. Exit the office and 
break open the gift box in the East Wing Corridor to find the final three Joker 
Teeth in Arkham Mansion. Follow the DNA trail back through Arkham Mansion, 
passing through the Main Hall and Main Entrance Hall back onto the island 
surface. 















Following the DNA trail back to the Main Hall while in Detective Mode 
reveals the three armed convicts up ahead. Grapple to a gargoyle and 
survey the situation. Depending on your available WayneTech gadgets, 
consider using a Remote Control Batarang to down the lone thug, then 
use the Multi-Batarang on the other two enemies. This should provide 
enough time to swoop in and perform a series of quick Ground Take-~ 
downs to finish them off. 


















22 * one : — ' ) , ‘5 
Batman needs to get to the Botamcal Gardens, but be cant enter that area without first securing the key 
bcd tram the werden, Tere's na ttling where Herky drasged the warden, bust judging by the announcement 
& blaring over the pubic address system, at kast he's ahve. 
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DESTROY THE 
TITAN PRODUCTION 
FACILITY IN 

THE BOTANICAL 
GARDENS 


LOCATE THE WARCEN USING 
HIS ONA TRAIL 








Unsurprisingly, the warden’s DNA trail doesn't lead 
to the Botanical Gardens building but rather to the 
Abandoned Tunnel to the southwest. Follow the path 
into the tunnel and use the grapnel gun to grapple 
over the locked gates. Stay in Detective Mode to 
keep an eye on the six enemies in the distance, 





oe. ee vA 


Stand high on the ledge overlooking the Blackgate thugs and use the Multi-Batarang to eliminate the 
ones carrying guns, then swoop down and Glide Kick one of the others, Leap into action with a series 
of quick kicks and Special Combo Throws to disable those with the heavy steel pipes. 








Locate the Riddler Trophy behind the gate where the enemies were located. then 
above it and use the Explosive Gel to break through the ceiling. Exit the Aband: 
Arkham Island West and take cover near the rocks on the right-hand side to avo: 


le to the ledge 
io reach 
yy the sniper. 














2 PE ARKHAM UU? WES | 


1 Armed _ 6 Unarmed 


AME ENEMAY ENCOUNTER 





Use Detective Mode to spot the sniper's laser site and stay The unarmed thugs will likely rush toward Batman's 
underneath the pipes near the rocks to remain undetected. _ position. Dodge over the ones with the Stun Batons and 
‘Throw the Remote Control Batarang in the direction ofthe use quick Batarang throws or the Batclaw to knock them ' 


guard tower and steer it straight into the sniper's head. around. It's best to keep the stream of baddies corralled to 
Sprint along the ground to the watchtower and quickly the narrow walkway, as this limits their ability to flank and 
grapple up to it before the sniper regains consciousness. surround Batman. Essentially, this makes them stand in line 


If you're feeling particularly frisky, try throwing a second for the beating they're about to take! 
Remote Control Batarang at the unarmed hostiles near “ . 

the Penitentiary entrance. See how many of them you can 
knock down! 





fis 4 & 





Destroy the Joker Teeth on the guard tower and head toward the Penitentiary. The warden’s DNA trail 
leads up the stairs near the dock and goes inside the Penitentiary. Grab the Riddler Trophy from behind 
the ventilation grate on the wall next to the cellblock entrance and head inside. 


» I> THE FUNHOUSE ISN'T READY YET 


The entrance to the Visitor Center (northeast corner 

of Arkham Island West) is unlocked. S: y “ 
ers wondering what the Joker may h 

enter the Visitor Center through the h 

face facade and a recording that t 

waiting for Batman's arrival. 


113 





Tre voerden's DN tral kadls directly to the Penitentiory, where Herky cbviously hes 
§ something in store for him, Te Penitentiary on tht [sland 's tome ta mary of the | 
sast ‘crezed lunatics Gotham City hes ever known, sa it's important ta sey an your 
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RIDTLER’ $ CHALLENGE 


AVAILABLE DURING EIRST WISIT 


| CHALLENGE 7 A GADGET 
TYPE ROOM QUIRED) 


Celis Access 


Main Cell Block Explosive Gel 


a eSecurity Control Room Explosive Gel 
J | 


Cryptographic 
eo \? pea 


The Greet None 
1" 
Main Cell Block 
Main Cell Block Batclaw 
Controlled Access Explosive Gel 
———= 5 
2 


A Cryptographic 
Extreme Incarceration quencer 
& © Main Cell Block None 
® 00 Guard Room None | 
Controlled Access None 


Cryptographic 
Extreme Incarceration “Sequencer & 


Explosive Gel 
Cells Access None 
Main Cell Block None 
Guard Room None 
Controlled Access None 
Extreme Incarceration 


Cells Access 


MainCellBlock 


Locate the warden using his DNA trail. 


Obtain the security key codes from 
the warden. 


Apprehend Harley Quinn, 


myTRODUCTIO! 


THE RIDDLER'S 
CHALLENGE 


SPIRIT OF ARKHAM 


MODE 
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DESTROY THE TITAN PRODUCTION 
FACILITY IN THE BOTANICAL GARDENS 


_ LOCATE THE WARDEN USING HIS ONA TRAIL ; 








Grab the Interview Tape on the desk and duck beneath 
the floor grate to get closer to the three enemies up ahead, 
There are plenty of options to utilize here, but the simplest 
option involves using a Multi-Batarang to drop them all with 
a single toss. Rush forward and perform a Ground Takedown 
on the foe carrying the gun, then finish off the other two, 








Follow the white stripe on the floor in a clockwise CP? Hew By REELECT ON YOUR 
direction through the showers, past the Joker Teeth i | SUCCESSES AND EAWURES, BATMAN? 


and over to the restrooms on the other side of the . 
Cells Access area. The last stall in the men’s room 
contains a Riddler Trophy, while the women’s rest- 
room contains a riddle solution. 


Enter the women’s restroom 
in the Cells Access area (loop 
around through the showers) 
and scan the large mirror on 
the wall 















Stand facing the security Camere 
Block Grapple to the roof of te cells end take the ramp to the security office 
overlooking the prisoners Destroy the Joker Teeth and pick up the Interview 


Tape here. 





Main Cell Block and take the ramp toward the northern 





un on the wall and scan it to solve this Riddle. 





Follow the warden’s DNA trail south toward the 
Green Mile. Use the Explosive Gel to collect the 
Riddler Trophy behind the wall on the left. Avoid 
the electrified water just beyond the trophy, as 
you'll explore this maintenance corridor later. Con- 
tinue south to the Green Mile to encounter none 
other than Poison Ivy, who begs for her release. 
Continue to the Security Control Room. 


Afterlrescuing the Warden in the Security Controt Roc 
prisoner behind the glass walll at the south side of 


Hie may resemble Aaron Cash, but don’t bel 





OBTAIN THE SECURITY KEY CODES FROM THE WARDEN _ 
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Warden Quincy Sharp is tied to a chair in the central control booth up the stairs in the center of the room. 
Free him from his restraints and scan his keycard using the Cryptographic Sequencer. The keycard only 
contains half of the code necessary to unlock the security gates, but Batman can decrypt the other half us: 
ing his gadget. 


NEW GADGET! CRYPTOGRAPHIC SEQUENCER 


The Cryptographic Sequencer takes advantage of the warden's key 
code, making it possible to hack the security gates. To use the tool, 
rotate the Left and Right Movement Controls on your controller until 
the ultrasound frequency overrides the system. Each security alarm 
has a difficulty rating, represented t of orange dots that ap- 
pear next to the targeting reticule. 
{ik 


The best way to hack a security g the Left move- 
s max, then hold that position while slowly 
all grow in amplitude and frequency and 
the display will turn green the peo acy has been detected. Hold this position with 
both Movement Sticks to sho: 
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APPREHEND HARLEY QUINN 


Use the Cryptographic Sequencer to deactivate 
the security gate that trapped Batman in the 
control room with the warden. Collect the two 
Riddler Trophies on the opposing balconies in 
this room, then return to the Green Mile. The cell 
doors throughout the Penitentiary have been 
unlocked by the Joker and the lunatics are on the 
loose—be extra careful of the maniacal fiends 
that try to ride Batman piggy-back style! 


THE JOKER: 
“AND SPEAKING OF 
RIOTS, HERE 5 * B/T 
OF C/VIL UNREST / 
COOKED UP SPEC/AL 
FOR You!” 


Harley didn’t run very far. She's in the Main Cell 
Block atop the now-unlocked cells. Unfortunately, 
she just activated the electrified—and incredibly 
deadly—floor! Grapple to the roof of the cells 
and prepare to battle two waves a: Joker's 





Batons; mix in some quick Batarang throws and 
Special Combo attacks to increase Batman's vari- 
ety of attacks for additional XP. 





‘youll reach them in time, 
Beaotarly (seh agaist 

















Run up the ramp to the security office and use the Cryptographic Sequencer to 
deactivate the electrified floor. Return to ground level and continue west through 
the Main Cell Block to the Guard Room. Loop around the Main Cell Block ina 
clockwise direction to find the Riddler Trophy inside the abandoned cell. 


“2.2. 7TWS ROOUHAS THE END'GE DAYS EOR EVEN THE NIGST 
4 CELEBRATED WALLER. 


Proceed to the west wing of the Main Cell Block and locate the 
cell along the northern wall, Look for the one with the myriad 
calendar clippings tacked to the wall. 





Harley has a surprise in store for the Dark Knight in the Guard Room. She's strung 
a pair of guards above electrified pools of water and there's a canister of Joker 
Toxin set to be released in the room! There is no time for exploration! Use the 
Cryptographic Sequencer to the left of the window to deactivate the pools of 
water to the left. Round the corner and use the Cryptographic Sequencer to deac- 
tivate the electricity flowing to the pool 
of water to the right. Next, stand back 
and cut the ropes with Batarangs as fast 
as possible. With just thirty seconds left 
on the timer, you must quickly hack the 
control panel near the door to escape. 


ee 





BATMAN: * SHEE WONT GET AWAY, / LL STOP 
HER, THEN HER BOYE R/END,” 


Follow Louie Green and the other guard into the 
control room to the right to find an Interview 
Tape, then use the Batclaw to access the ventilation 
system on the wall to find another Riddler Trophy. 
Destroy the Joker Teeth and return to the Main Cell 
Block. Proceed directly across the previously elec- 
trified floor to another batch of Joker Teeth, Harley 
will deactivate the security gate so Batman can 
enter the Controlled Access area—there’s clearly a 
trap up ahead. 


Proceed halfway through the 
Controlled Access corridor and 
keep your eyes peeled for the 
cell on the right. It contains the 
“Vote Dent” political poster; 
step inside the cell and scan 





the wall 












Grapple to the upper area of Controlled Access 
and find the Interview Tape on the desk. Blow 
through the walls on the balcony to collect the Rid- 
dler Trophy and descend the stairs to the Extreme 
Incarceration area. Don’t keep Harley waiting... 


The Extreme Incarceration area features three 
electrified floors shaped like a triangle. Harley 

will send in wave after wave of henchmen while 
periodically turning on the electricity for one of the 
floors. Batman must not only fight several brutes, 
but he needs to climb over the railings dividing the 
floor to escape the electric current before it drains 
his health. 


The first batch of enemies appears from the far- 
right corner. Sprint toward the wall and climb over 
the railing to meet them on the upper right-hand 
level. Quickly knock them to the ground and 
perform Ground Takedowns when the opportu- 
nity arises. The next wave enters from the other 
side and the fight goes to the central floor. At this 
point, Harley starts to turn on the electricity more 
frequently. Focus on 

the enemies with the 
Stun Batons and don’t 
hesitate to climb from 
one section to the other 
when the floor starts to 
turn white—with any 
luck some of the thugs 
will be electrocuted! 








HEC eS 








Defeat the henchman to ruin Harley's party. Batman 
will take this opportunity to put her back behind 
bars, but not before scanning her fingerprints. He’ll 
isolate only those fingerprints with chlorophyll on 
them so he can find a way inside Botanical Gardens. 






Defeat the waves of the Joker's 

: henchmah in the Extreme Incar- 
ceration area without being electro- 
cuted to'flush Harley out of hiding. 
|» Batman will have little trouble 
tossing her in jail when she tries to 
make a run for it. 





Scan the ice-covered prisoner's cell inthe Extreme Incarceration area after apprehending 
Harley Quinn. There's no need to open the doors or attempt to go inside; just scan it from 
the central floor. 





Enter the doors on the right-hand side of Extreme Incarceration and loop around to the lower central room 
to find the Secrets Map. Use the stairs in the left-hand hallway to reach the observation and control room 
upstairs. Destroy the Joker Teeth and grab the Interview Tape, then use the Cryptographic Sequencer 

to disable the security doors on cell 5. Doimg so nets Batman access to a Riddler Trophy and Chronicle 
of Arkham. Return through Controlled Access (where a gift of three final Joker Teeth awaits) and travel 
through the Main Cell Block to the Penitentiary exit. It's time to head to the Botanical Gardens! 
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Pick up Harley Quinn's fingerprint trail 
within the Botanical Gardens. 
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DESTROY THE TITAN PRODUCTION 
FACILITY IN THE BOTANICAL GARDENS 


The path across the island is quite simple. Exit the Penitentiary and cross Arkham Island West to the Aban- 

doned Tunnel that leads to the eastern side of the island. Once there, continue in a northerly direction past 

Arkham Mansion to access the Botanical Gardens. Batman won't need any special gadgets to enter, nor will 
he need to sneak inside. The thugs under Joker’s command have left the door unlocked! 


PICK UP HARLEY QUINN'S FINGER- 
PRINT TRAIL WITHIN THE BOTANI- 
CAL GARDENS 


Although you only need to knock a few escaped 
lunatics about en route to the Botanical Gardens, 
the Cryptographic Sequencer makes it possible 

to solve a number of Riddler’s Challenges in the 
process, It's a good idea to solve as many of them as 
possible to gain extra XP and move one step closer 
to gaining another WayneTech upgrade! 


Starting in Arkham Island West, grapple to the up- 
permost balcony in front of the Penitentiary and use 
the Cryptographic Sequencer to access the Rid- 
dler Trophy inside the guard room. Note that en- 
tering this room requires the Cryptographic Range 
Amplifier upgrade, so you may need to return here 
later if you don't have the upgrade. Head outside 
to the lift in front of the Medical Facility and use the 
Cryptographic Sequencer to access the Riddler 
Trophy located underneath it. Use the device to 
access the guard shack near the ambulance to get 
the Secrets Map 








© YSAST 1S COUNTING ON Yeu 


Use the Cryptographic a 

Sequencer with the Range | 

Amplifier upgrade to = 
deactivate the security gate |S a 
‘on the upper balcony of the 
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Penitentiary. Once inside, 
zoom in on the cards on the 
poker table to solve the riddle 


Proceed to Arkham Island East and continue to put 
the Cryptographic Sequencer to use to gain access 
to guard shacks and break rooms that were previ- 
ously off limits. Collect the Secrets Map and Rid- 
dler Trophy from the shack near the fiery statue, 


then go to the roof of Arkham Mansion. 
? oe IW CHALLENGES APPEAR T8 
; THOSE IMITHSTHE CORRECT 
POSITION WN LIE. 
Grapple to the roof of Arkham Mansion and grapple to the ledge along 
the rear tower. Proceed to the south side of the tower and use Detective 
Mode to locate the upper portion of the “2” between the two pitched 
roofs below. Line up the “.” on the ground near Batman's feet and 
complete the question mark to solve the riddle. 





Grapple to the 1 kway leading to the 
watchtower near ace to Arkham North and 
use the Crypto: Sequencer to break into the 


guard room. Snag Interview Tape and Riddler 
Trophy, then head entrance to Botanical 
Gardens. Jus' ye out for Joker Teeth! 


ae 


——-- 






THE EAST 1S CLEAR. ..ALMOST! 










At this point in the game, it's quite possible that you 
may have already solved every Riddler’s Challenge for 
Arkham Island East with the exception of the one that 
involves smashing 10 Joker Teeth. Refer to the in-game 
checklist to see which ones are still unsolved. If some 
still remain, consult the “Riddler’s Challenge” section 
of this book for the details on solving them. 





© Betman tinaly bes whet be 

* needs to explore the Batantal LY 
* Gardens-the key cade from the © 
S werden and Horky s fingerprints, 
SNow it's just @ matter of 
exploring the massive facilty and 
"finding where Dr. Young's secret 
Tan Pradietion eration wes SD 
* taking place. Te Joker hes é 
ordered all of b's 
henchmen ta the gardens, 
plus Po'son Ivy makes 
@ return appearance. 
TFere's na telling bow far 
she'll go to protect ber 
Mlle organ bebies, 
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RIDTLER’S CHALLENGES 
AVAMLABLE DURING EIRST WJSIT 



















ROOM TOC EE CE 
= == = 
Botanical Glasshouse Explosive Gel. —_ @ Statue Corridor 
ae Sescatoas cypigai ; e Glasshouse GeneratorRoom ‘None. 
Flooded Corridor None @ Flooded Corridor. > None=4. | 
None @ Aviary None = a 
SY , 


None ad Entrance None 
i 

None Glasshouse None i 
Line Launcher .* i Statue Corridor None 


Line Launcher 2 Flooded Corridor None, 







= None ~ » Abandoned Chamber None — 








None » Flooded Corridor None 
Glasshouse Entrance None + Flooded Corridor None 


Abandoned Chamber None » Aviary None 








) C: ito~ 
Glasshouse Entrance None 9g Glasshouse Generator Room _ graphic 
Bf Séquencer 





Track Harley Quinn's movements to Rescue the orderlies being held hos- 
locate the Titan Production Facility. tage in the Aviary. 








Find and shut down the generatar Ghat ‘Take down the henchman leader with) © 
powers the flooded corridor. ost being detected. ws ONG 
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DESTROY THE 

TITAN PRODUCTION 
FACILITY WITHIN 
THE BOTANICAL 
GARDENS 


TRACK HARLEY! QUINN'S 
MOVEMENTS TO LOCATE THE 
_ TIAN PRODUCTION FACILITY 


The Joker has his goons stationed everywhere 
throughout the Botanical Gardens, including the far 
end of the Glasshouse Entrance. Take a moment to 
destroy the Joker Teeth ck up the Interview 
Tape, then move into C over near the stairs on 
the north side of the room. 





11 | BOTANICAL, 
GARDENS 


Tier 
Investigate the two 
security guards on the pa 
bench in the corner of the 
Glasshouse Entran 
attention to the tally sc 
into the bench. 


The Joker has attached canisters of Joker Toxin to 
several ofthe security controllers inside Botani- 
cal Gardens. These tanks will emit the paison- 

‘ous gas if you don’t hack the security gate in a 
timely manner, To make things easier, acquire the 
Cryptographic Power Amplifier if you haven't done 
soalready. 

















The two henchmen positioned at the base of the stairs 
in front of the security gate are completely unaware of 
Batman's presence. Stay in Corner Cover and use the 
Multi-Batarang to drop them both with a single toss. Move 
in quickly and perform a pair of Ground Takedowns to 
finish the job. 








aa 





ARMED ENEMY ENCOUNTERS | 







Hack the gate to the Botanical Glasshouse and grapple 

to the gargoyle on the left. There are six armed gunmen 
patrolling this area, which serves as a crossroads in the 
Botanical Gardens. Perform an Inverted Takedown to elimi- 
nate the nearest gunman, then swing across the room to 
avoid detection. Wait to see how many thugs approach the 
beeping Suicide Collar, then hit them with a Multi-Batarang. 
Swoop in for Ground Takedowns and quickly return to the 


gargoyles. 


The remaining hostiles are likely scattered across the room 
or located on the lowest level. Bide your time and wait for 
an opportunity to eliminate the fourth enemy with a Glide 
Kick, or wait for all three to bunch up and hit them with a 
Multi-Batarang. There isn’t a lot of cover near the ceiling 
and the enemies may spot Batman as he grapples toa 
gargoyle, so move quickly from perch to perch to escape 
detection. You can also duck under the floor grates to avoid 
detection. 






























Take some time to explore the three levels of the 
Botanical Glasshouse to find the two Riddler Tro- 
phies and don't forget to solve the riddle. The room 
an be quite disorienting at first given the shape 
and number of levels, so approach things methodi- 
‘cally. Start on the upper level, then proceed to the 
‘lowest level to find everything. 


4 


% ? Des 
© WHAT THE 1S TEA -THGE IN 
} WONDERLAND? 
sen ~ Look for the tea set on the 
> rocky ledge in the lower 
northwest corner of the 





Botanical Glasshouse. The 
tea set is green and blends —+— 
in with the surroundings, so 

look carefully. 


FIND AND SHUT OOWN THE 
GENERATOR THAT POWERS THE 
_FLOODEO CORRIDOR : 


Follow Harley’s tracks north to the Flooded Cor- 
ridor, where the Joker awaits. He has electrified the 
water in this room, meaning there's no way to cross 
it without first disabling the power. Batman must 
ignore Harley's tracks for the time being and use 
Detective Mode to follow the underground cables 
from the Flooded Corridor to their source. Proceed 
east from Botanical Glasshouse to reach the Statue 
Corridor. Destroy the Joker Teeth and pick up the 
Interview Tape en route to the Glasshouse Gen- —] 
erator Room. 


: 
J ” 
2 © ROWENSBER “THE WLYNES? HOW 
COULD ANYONE ESREET? 

——— — Proceed from the Botanical 
| Glasshouse to the Statue 
| corridor and zoom in on the 
dedication plate on the park 
bench. Scan the names of 
Thomas and Martha Wayne to 
solve this riddle. 


7 ed a fod 





the Glasshouse Generator Room to stop him This is = tough fight because one of the enemies has a Stun 

Baton and another foe is 
fl a High Security Hench- 
man. Focus on the enemy 
with the Stun Baton first 
and dodge over him to 
throw him off balance, 
then string together a 
lengthy combo with Criti- 
cal Strikes. Use the Cape 
Stun to render the High 
Security Henchman vul- 
nerable to additional at- 
tacks, Cut the janitor, Carl 
Todd, free of his bindings 
when the coast is clear. 


ii The Joker knew Batman would attempt to shut dows the generator, so he’s ordered six of his henchmen to 





Use the Cryptographic Sequencer to access the Riddler Trophy and Secrets Map on the upper bal- 

cony of the room. Next, approach the generator’s control panel—it’s the one with the tanks of Joker Tox 
strapped to it. This is a very difficult control panel to hack since it requires three separate frequencies. Fait 
ure to hack the system before the series of vertical bars run out on the control panel will cause the release 
of the Joker Toxin. 





4 ys 


TRACK HARLEY QUINN'S MOVEMENTS TO LOCATE THE TITAN PRODUCTION 


FACILITY {CONTINUED} noe 


With the power off, Batman can return to the Flooded Corridor and cross the water. The Joker barricaded 
the path leading north to the Aviary, which forces Batman to sneak through the ventilation system to the 
west and navigate the Abandoned Chamber. 






Rip the ventilation grate off the wall and enter the ductwork. Locate the Riddler Trophy in the dead-end 
to the north and continue southwest to the maintenance room up ahead. Use the Explosive Gel to blast 
through the wall in the center and continue to the Abandoned Chamber. 


ie as € *te noerie eer one Tn sr as aT ss 


4 | Mahe Pb a Enter the ventilation system in the Flooded Corridor and crawl through the ductwork to the grate 





overlooking 2 pair of gloves, a mask, and a book. Scan these items to solve the riddle. 




















The Abandoned Chamber is very similar to the Old Sewer in the Caves. crumbling walls and ledges 
are far too weak to support Batman's weight while grappling. Once a: best way to explore this area 
is to go in a counter-clockwise spiral. Climb the stairs straight ahead and the second set of stairs on his 


right to jump across to the exit. Don't forget to search for the three Riddler Trophies and a Chronicle of Uae 
Arkham here as well. 4 






Es 









ise = Batarang to cut the rope suspending the metal catwalk above the entrance, then ascen 
= Ge central platform and continue up the stairs to the right. From here, run and jump to the 
mocther well and shimmy around to the waterfall on the left-hand side. Leap back across to the ledge in 
the center and either run across the fallen catwalk to the other side of the room, or climb up toe the center 
to solve this area's riddle. 
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e : - 5 
THIS CHALLENGE CAN ONLY BE SEER BY THOSE WITH<t DIEEERENT WHEW ON LIEE. 


Leap through Abandoned Chamber to reach the central ledge. Go around 


the corner onto 












owered via the cut rope, Proceed halfway across this catwalk, 


he central brick tower. Shimmy around the side, then 
i€ in Detective Mode and line up the left half of the “?” with the 
far below 





then climb into 2 
| climb up. Approach 
small curly part oF 


Exit the Abandoned Chamber and crawl through 
the ductwork to the Flooded Corridor. Quickly 
defeat the two thugs before they eradicate Jordan 
Fraser, another janitor. He informs Batman about 
the orderlies being held hostage in the Aviary; Bat- 
man must free them at once! 





RESCUE THE OROERLIES BEING HELD HOSTAGE INTHE AVIARY 


' 


ve ©" (OOKS LIKE ALL THE KING'S HORSES ts OS THIS A-TRIBUTETO WHAT 
|) STRANIPLED'ALL THE KING’S NEN. |) MAD'DBG: LEET BEHIND? 


Enter the Flooded Corridor via the ductwork leading from the Abandoned Continue through the Flooded Corridor to the east and inspect the 
Chamber and head south toward the blockade. Inspect the pile of toy beheaded statue. Zoom in on the nameplate on the base of the statue 
dolls on the bench in the corner of the hallway to solve this riddle. and scan the name “Mad Dog” scrawled across it. 





AT] A Ne Harley's fingerprints travel across a bottomless 
B M . chasm to the west, but there is no way to proceed 


in that direction at the moment. Besides, Batman is 


“pe M FINE... / EAT needed in the Aviary! Explore the Flooded Cor- 


ridor to solve the riddles and find the Interview 


PUNK ‘$ LIKE THES Tape, then continue east to the Aviary. 





The orderlies are being held in suspended bird cages. 

The leader of the Henchmen is at the switch, just itching to 
drop those cages into the abyss at the first sight of the Dark 
Knight. Batman must eliminate the leader before subduing 
the other enemies, or else their suicide collars will alert the 
enemy manning the controls! 





Take cover behind the corner of the wall and watch for 

the nearest enemy to turn away. Quickly move behind the 
planter in the center and, once it's safe, continue to the right 
and drop below the floor grate. Crawl through the tunnel 

to the exit at the far end and grapple across to the ledge to 
the north. Don’t worry about the henchman walking along 
side of the room; he won't notice anything as long as 
san hangs from the ledge by his fingertips. 











Bain 











> TAKE DOWN THE HENCHMAN LEADER WITHOUT BEING DETECTEL 





Shimmy along the next ledge to the ladder and drop to — 
the narrow space below. Rip the ventilation grate off the a 
wall and enter the towering vertical shaft inside the walls. 

Grapple up to the top and stand over the hole to watch the 

lead henchman, then drop down behind him to perform = 

Silent Takedown! 


Now it's time to take out the other foes. Destroy the Joker 
Teeth in the control room and approach the ladder. Glide 
Kick the nearest henchman, then proceed around the 
perimeter in a counter-clockwise direction. Intercept the 
other enemies using the Multi-Batarang when they get 
close enough. 


Talk to the orderly named Robert Stirling to learn 
what he knows about the Titan Production Facility. 
Pick up the Interview Tape on the bench behind 
him. Use Detective Mode to follow Harley Quinr’s 
fingerprints to a metal wall inside the rocks on the 
west side of the room. Remove the wall panel to 
uncover another control terminal strapped with 
Joker Toxin. Use the Cryptographic Sequencer 

to hack the door controls (this one also requires. 
finding three correct frequencies) before the gas is 
released. This will reveal the top-secret entrance to 
the Titan Production Facility! 


raw| through the ventilation 


e near the southern 
the Aviary and 
through the narrow 
ond section 


nto a tiny 


of the Aviary and | 
this skeleton 2 


} 





ity to test his Titan formula. He injects two hench: 
ne serum, instantly transforming them into a pair of 
Henchmen! These foes fight like the lone Venom Henchman 
Batman fought in the Intensive Treatment area. The Titan Henchmen 
will throw the corpses of fallen security guards at Batman and 
attempt to ram him with their hulking bodies. 


The best plan of attack is to stand far away from the twin enemies 
and prepare the Batarang. Throw it at whoever is charging at 
Batman, then dive out of the way. Use the Multi-Batarang just 
in case both Venom Henchmen charge at the same time. 
Rush forward when one of them gets dazed after 

slamming into the wall, then 

unleash a powerful combination 

attack. It’s possible to build 

a multiplier of x10 or higher 

against the two beasts if they 

are simultaneously stunned. 





The Titan Henchmen will drop to a knee when their three health 
segments are depleted. This signals Batman's chance to really 
score some points! Rush up to a kneeling brute and press the 
Strike Button to make Batman jump onto its back. Continue to 
press the Strike Button to ride the Venom Henchman and make it 
swing wildly about. Use the confused Titan Henchman to hit the 
other Titan Henchman; you'll be amazed at how much damage 
one of these fiends can do to the other! Continue to use Batarangs, 
dives, and combos to finish off the Titan Henchmen. 





DOUBLE TROUBLE 


‘Défest the twin Titan 
‘Henchmen in the Titan 
Production Facility. 
Daze them with Bat- 


| arangs as they charge 


toward Batman, then 
dodge out of the way 
to make them run into 
the wall. Unleash a 
combo attack to drop 
them to a knee, then 
hop onto their backs 
and use one Titan 
Henchman to beat up 
the other one! 













Lite. |. ; = 2 


.| SYNTHESIZE THE ANTI-TITAN 
COMPOUND 


Use the Cryptographic Sequencer to deactivate the security fence blocking the exit to the Aviary. Al- 
though the electric fence is now down, Batman still can't reach the door thanks to the massive gap in the 
floor. That is, until the Batwing flies in while on auto-pilot and delivers the Dark Knight a new gadget! 






) [> NEW GADGET! LINE LAUNCHER 


The Line Launcher fires a retractable 
wire between two horizontal points, al- 
Jowing Batman to zip from one location 
to another at incredible speed. The 
Line Launcher is crucial for covering 
huge distances when there are no el- 
evated perches from which to glide 


‘The key to using the Line Launcher is to understand its limitations. For 
starters, it can only be used horizontally: Batman cannot zip upwards on 
an angle and he still must rely on his winged Batsuit to glide downward. 
It's also very difficult to remain stealthy when Line Launching toward en- 
emies; fortunately, Batman can kick any foes he's zipping toward. Lastly, 
it's possible to terminate the Line Launch and drop at any point during 
the ride by pressing the Run Button. 





Use the Line Launcher to reach the Riddler Trophy to the right of the exit, then 
cross back and forth again to reach the door. Return through the Aviary to the 
Flooded Corridor and use the Line Launcher to zip across the gap in the hall- 
way to the west. Pick up another Riddler Trophy, smash the Joker Teeth, and 
head north to the Elizabeth Arkham Glasshouse to meet Poison Ivy. If anyone 
knows how to combat the Joker’s Titan Formula, it’s her. 














Poison Iey qeves Satem the iomstion he seeks...sort of. She tells him to collect the plant spores from 
Eiler Crocs Let Bt = © otter his Jair, Batman must first seek out Aaron Cash at Arkham Mansion 
to see if he ow to get sic] the door leading to Killer Croc’s Lair from the Old Sewer is smashed. 


Use the Lime Launcher to cross back over the lengthy gap and kick the henchmen aside. Clear the area of 
bad guys and zetmm throwgh the Abandoned Chamber to the Flooded Corridor’s namesake room. Defeat 
the foes in the Flooded Corridor and destroy the Joker Teeth before entering the Botanical Glasshouse. 











More armed henchmen have taken up position within the 
Botanical Glasshouse. One is located on the other side of 
the planter near the entrance. Sneak up behind him and 
execute a Silent Takedown—one down, four to go! 


Grapple to a gargoyle and study the lay of the room. 
Although the positions may vary, you'll likely find three 
enemies near the exit leading to the Glasshouse En- 
trance and a fourth one isolated from the group on patrol. 
If you have the Sonic Shock Batarang, throw it at the trio 
near the exit. If not, Glide Kick the lone gunman and use 
the Multi-Batarang on the other three followed by aseries | 
ofGround Takedowns. 








Use the Multi-Batarang to smash the final three 
Joker Teeth inside the Glasshouse Entrance and 
proceed around the corner toward the exit. A series 
of vines will suddenly tear through the walls and 
floor and block the exit. This isn’t necessarily a 

bad thing! Drop into the hole in the floor to find a 
hidden Chronicle of Arkham, then climb onto the 
fountain in the center of the room and use the Line 
Launcher to zip to the exit. 





141 








~~ Sd — ey) 
IGT/G TR POMBE hdied GAS Bator dV Were Torts fo Be War cakpuursl °° spreatng Bras be 
Blend, Fe wines Bre prercing the ground and shaking the buildings to Heir care. Wthough she dd provide Batman with the 
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heron Cash to arn about the alternate entrance to the Caves to calect te spores, i 





Gain access to Killer Croc’s Lair via 
Intensive Treatment. 
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SYNTHESIZE THE ANTI-TITAN COMPOUND 


TALK TO ARRON CASH INSIDE 
ARKHAM MANSION __ 


The surface of Arkham Island bears little resem- 
blance to how Batman last saw it. Poison Ivy’s vines 
have spread across the island and now block the 
entrance to Arkham Mansion. Titan Pods are also 





present, as are the stray Lunatics. Use the Batarang 
to destroy the airborne spores emitted by the toxic 









plants, then 
press the 
Run Button to 
make Batman 
destroy the 
Titan Pod. 








Cross Arkham Island East to the Arkham Mansion 
entrance and destroy the Joker Teeth near the 


stairs. Grapple to the ductwork above and continue 
to the Main Entrance Hall. The Titan-affected plants 


have spread throughout the lower half of the room, 
rendering the air toxic. You must limit Batman's 
movement to the upper half of the two-story hall 
where the air is clean. Use the Line Launcher to 
access the ductwork straight ahead and grapple to 
the crawlspace overhead. 

















Jemp over the vine on the right to reach the bal- 
cony and advance as far north as possible along 
that side. Use the Line Launcher to cross to the left 
balcony. Run to the end of the balcony and glide 

to the far end of the room where the giant bell 
crashed down earlier. Aaron Cash and one of his 
fellow security guards are standing watch inside 
Arkham Mansion. Talk to Aaron Cash to learn about 
the elevator that leads from Intensive Treatment to 
Killer Croc’s 
Lair. Return 
the way you 
came to the 
island surface 
and head. 

past the 
entrance to 
Botanical Gar- 
dens to the 
tunnel leading 
to Arkham. 
Island North. 





AARON CASH: “'THEERE'S 


ALWAYS & BUT, NT 
THERE?” 


GRIN ACCESS TO KILLER CROC'S 
LAIR VIR INTENSIVE TREATMENT _ 





The tunnel isn’t empty and things aren’t what they 
appear. The eight “security guards” in the tunnel 
are imposters wearing stolen coats. Use Detective 
Mode to see that they are in fact Blackgate thugs. 
The majority of these hostiles are wielding metal 
pipes, while one foe has a Stun Baton. Take the 
————— opportunity 
| tobuildupa 
big combo 
and continue 
to Arkham 
Island North. 









off. Use Detective Mode to 
security shack near the watchtower Grapple to the back side of the watchtower and use a Remote 
Control Batarang to knock down the sniper. This should provide just enough time to use the Line 
Launcher to reach the balcony and perform a Ground Takedown. 
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Destroy the Joker Teeth on the roof 
and return to the ground to put Bat- 
man’s newfound gadgets to use by solv- 
ing additional Riddler’s Challenges. Use 
the Cryptographic Sequencer to collect a 
Riddler Trophy and Interview Tape and 
solve a riddle. Return to the watchtower and 

use the Line Launcher to reach another Riddler 
Trophy high on the wall to the west. Return to the 
balcony when you're ready to enter Intensive Treat- 
ment through the Maintenance Access. 


te UEY’S WRCE AT, THERE ARE TWO ENTS 


Use the Cryptographic Sequencer 
to break into the guard shack in 
the center of Arkham Island North. 
Approach the wall with the numerous "we~7 
“Vote Dent” posters and scan them to é 





solve this riddle. 





karan Cash had the information Batman soustt, but the mews wasn't good, Kiler 
Crac is such @ special case that the Asylum Rad to devele # ane-of-e-kind pen 
for him. He's so deadly thet Warden Sharp decited to lent interaction with Killer 
Croc ta 8 ance-a-week feeding, Cash wouldn't recommend sryane soing down 
there, but Batman must do whatever 't takes to bmit the seread of Poison lvys 
Plants and the Tan Formula. Tere ''s an elevator in bitersive Feetment thet 
keads to @ tidder room connected ta Killer Crocs Lat—tead there et once: 


Gain acgess to Kilk 
Intensive Treatment. 


SHAILOZ[IGO 











GAIN ACCESS TO KILLER CROC'S LAIR VIA 
INTENSIVE TREATMENT 


: Bs 3 
Batman enters Intensive Treatment through the upper level Maintenance Access. Tear 
the ventilation grate off its mount and crawl through the ductwork to reach the Riddler 
Trophy, then double back to the opening on the left. Grapple upward to continue 
through the ventilation system to the Intensive Treatment Lobby. 


"re still usable. You can safely 


x perch. It takes 


detonate once 
© cunningly 








Batman enters the sprawling Intensive Treatment Lobby in 
the southeast corner, directly above the nearest of seven 
armed gunmen. Although three of the hostiles are patrol- 
ling the perimeter walkways, most of them are guarding 
the entrances to the central office where the security 
control is located. To have enough time to deactivate the 
sabotaged security controls, you must first dispose of the 
enemies, Making this task more difficult is the fact that each 
gargoyle has been rigged with proximity explosives! 

















There are a number of ways to handle this predicament, 
especially if you have the Sonic Shock Batarang, However, 
we recommend forgoing the gadgets at first and relying 
primarily on Silent Takedowns and stealthy movements. Be- 
gm by dropping onto the walkway behind the nearest thug 
and performing a Silent Takedown. The enemies on higher 
ground will come running when they hear the Suicide 
Collar go off. Quickly drop to the lower level in the center 
and take cover, Look for an opportunity to pick off another 
lone gunman, then venture to the office in the center where 
there's sure to be a gunman guarding the security control. 
Use the Batarang to knock him down, then move in for a 
Ground Takedown. 





Return to the lower level and take cover behind a commer 
Use the Sonic Batarang to lure the remaining enemies into 
the open and hit them with a Multi-Batarang throw to down. 
them all at once. 





Proceed to the central office and hack the sabo- 
taged controls to open the twin gates on the lower 
floor. Enter the right-hand door to explore the east- 
ern side of the Cell Block Transfer area. 


te > HOOKUP WITHTHE RELATIVES 
BEFORE YOU’ RE: TRANSEERRE 


Use the Cryptographic 


Cell Blo 
Cash's office 
family photo 


the photo te 


T)| | INTENSIVE. 
‘TREATMENT 


f) > D0 NOT ADJUST YOUR TELEVISION 


Did the screen suddenly have a glitch? Did a news 
reporter interrupt the game? If so, have no fear. There's 
no need to clean your 

lee =) = 
working fine—and so is < ree 
your television. This is Wl 
the work of Scarecrow. 
The maniacal Dr. Crane 


has returned for one 
final visit! 


disc. Your console is 















parents’ death wasn’t traumatic 
enough, Scarecrow has one final 
nightmare in store for Batman. 
‘ , ‘. This time, he’s determined 
MALY y/ to break Batman’s body and 
N torment his mind to the extreme. 
“ Walk through this horrific take on the night's earlier events until you reach a floating series of 
buildings. Ignore the cowering imposters huddled in the corners and wait for the large sliding 
shield to move to the left; use the Line Launcher to cross the gap. 


re “As if reliving the Bitte fatmoy witty = — 
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| Navigating the environment of this run-in with Scarecrow isn’t 
| quite as tricky as the previous one, but the Skeleton battles are 
definitely tougher. Begin by using the cover of the pump to the 
right of the gap to avoid Scarecrow’s gaze and climb up the 
ledge. Continue sprinting to the first wave of Skeletons; many of 
them have swords, so be careful! Use the Batclaw to yank them 
around, forcing them to drop their weapons. Build a combo and 
keep it going with properly timed Critical Strikes. 


Continue around the corner and wait for Scarecrow’s view to 

pan to the right. Run and climb the ledge—there’s no need to We Ss 
grapple—and quickly find some cover. Hurdle the small wall B> 

. and move into Corner Cover near the gap. Bridge the gap when 
Scarecrow stares to the right, quickly move to the foreground, and 
remain in a crouched position behind the wall. Leap across the 

gap and take cover up ahead; wait here to study your next move. 





Anticipate the approach of the 
- : large, sliding shield, scamper 
/ up the short wall, anal run behind it as it moves from left to 
4 right. Continue to move in a counter-clockwise direction, 
scampering from one piece of cover to the next. The wall up 
ahead may look too tall to climb, but fear not! » 





The trickiest part of this encounter with Scarecrow takes place 
near the elevator cages. Stay in Crouched Cover until the : 
Scarecrow isn't looking, then leap onto the barred roof of the first 
container (near the arrow pointing down). This causes the cage 
to fall, but don’t worry; Batman is safe from Scarecrow’s gaze 

at the bottom of the pit as long as you don’t make any sudden 
moves. Look up at the right-most elevator cage and wait for 
Scarecrow to look to the left and then grapple up. Run and jump 
off the lift to solid ground. The Bat-Signal is up ahead on the 
right, but that doesn’t spell the end to this torment. 





The Scarecrow summons another wave of sword-wielding ~ 1 
Skeletons to battle. Put this wave to rest and take ona = C 
Titan Skeleton while battling additional Skeleton foes. The 
Titan Skeleton behaves yery similar to the Venom Henchman. 
Use Batarangs to stun the foe as it lnrches forward, then dodge 
so that the foes hit the wall at top speed and shatter. 



























Navigate the third and final nightmare 


+ ‘and defeat the waves of Skeletons and 
the Titan Skeleton to best Scarecrow 

> once and for all. Scarecrow will throw 
# everything he has at Batman, including 
multiple doses of Fear Toxin, but the 
Dark Knight must persevere! 


This latest nightmare ends on the west side of Cell 
Block Transfer. Return to the east side to collect the 
Interview Tape in the northeast office and advance 
to Secure Transit. Scarecrow takes his bag of fear 
into the elevator and rides it into the basement— 
the very place Batman must travel to reach Killer 
Croc’s Lair! Unfortunately, a metal shield covers the 
elevator shaft so he can't just leap down after him— 
he must open the shaft first! 


There are a number of Riddler’s Challenges to 
solve during this visit to Secure Transit. For starters, 
grab the Interview Tape in the office above the 
doors leading from Cell Block Transfer. Descend 
the elevator shaft slowly to locate the Riddler Tro- 
phy and Chronicle of Arkham. 





Drop into the vacant elevator 





pit at the bottom of Secure 
Transit and crawl through the 
ventilation system to reach 
the mysterious cave behind 
the walls. Scan the blueprints 
leaning against the rock walls 
to solve this riddle 


Go to the ground floor of Secure Transit and head up the stairs to the office on 
the south side of the room. Use Detective Mode to spot the hostiles and pre- 
pare the Multi-Batarang for action! Knock the foes to the ground with a single 


toss, then move in for Ground Takedowns. 





(Ea | 





Use the Cryptographic Sequencer in the office to 
release the metal barrier sealing off the lower level 
of the elevator shaft, then descend to the six goons 
below. Use the Multi-Batarang to knock a few of 
them to the ground and launch into a high-powered 
combo attack. Remember to keep the enemies 
away from the gun cabinets in this area; move back 
and forth between the gun cabinets, performing 
Critical Strikes to kick and slam any thug who dares 
go for a firearm. 


Pick up the Secrets Map from inside the office up the stairs, then locate the door leading to Control Room 
Access deep inside the Caves. This area connects to Killer Croc’s Lair! 
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Freres na turning beck novi, Batman hes fought toa lang ard herd to ket the fear of Killer Croc prevent hin from 
cttzens of Gotham City sate. He must dive deep into the unmarked territary knawm as Killer Crocs Lair and emerge with enough 


| plant spores to create an ant’-Ttan compound, Batman can do i; we all know that. But can be do it before Pa'son Ivy s 


plants bring the Caves down around him? 


Collect plant spores from Killer 
Croc's Lair. 














SHAILOaldo 


Shut down the East Pump Room, 
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© COLLECT PLANT SPORES FROMKILLERCROC'SLAIR 


Batman places a location transponder on the pipe 
and sprays a triple-shot of Explosive Gel on the 
floor near the entrance to Killer Croc’s Lair. This 
is the Dark Knight planning for the future—one in 
which he will no doubt be running for his life! 


BATMAN: 
“kMIMAL $ SUST NEED 
TRAPS AND THE 
RIGHT BAIT.” 


Descend the ramp into 
Control Room Access and 
pick up the Interview Tape 
on the way to Croc’s Lair. 
Batman isn't alone in Croc’s 
Lair; Scarecrow and Killer 
Croc are there too, although 
only temporarily, Use the Line 
Launcher to cross back and 
forth over the water to get the 
Riddler Trophy, then head 
north through the next door to 
access Killer Croc's Lair. 


The labyrinthine network of sewer tunnels is 
entirely off the map and far too disorienting 
and massive to lend itself to specific direc- 
tions. Fortunately, Batman has a sophisticated 
tracking system that can detect the plant 
spores. The apparatus also measures sound 
and the distance to Killer Croc. Slowly move 
through the sewers to remain as quiet as 
possible to avoid detection. Have a Batarang 
ready to throw at Killer Croc when he bursts 
through the floating boardwalk and quickly 
dash away. Monitor the numbers on the dis- 
tance meter and base your path on which one 
makes the numbers decrease. 


MD UNDERSTANDING THE AUDIO GRAPH 


uitor display represents the amount of noise Batman is making. Hold the 
s possible. Running will instantly alert Killer Croc to Batman's pre: 


ulting in an immediate de: 
further apart these two line: 
water and charges Batn 
the Batarang read to kno r. 





dashed lines represent Killer Croc's distance from Batman. The 
y it is that Killer Croc will attack. He typically atta 
the lines get close, especially if Batn 


(eaps out of the 
ing. Always have 





Although most 
of Killer Croc’s 
Lair looks 
identical, there 
are some sub- 
tle differences. 
For starters, 
some of the 
intersections have metal gates above them. Batman 
can scale these gates, but doing so does make a 
bit of noise. Other paths have large wooden walls 
across them. Batman can’t scale these walls, but 
Killer Croc will occasionally crash through them, 
thereby opening a new path to explore. Lastly, there 
are solid concrete walls that are indestructible. 


The route to the first plant spore is straightforward. 
Killer Croc will make his initial appearance as soon 
as Batman is 73 meters away from the first spore. 
Have the Batarang ready and fling it at as soon 
as he appears. Continue to the intersection and 
watch the numbers on the display—they’ll turn red 
and start to increase if you make a wrong turn. Cut 
the plant spore down with a Batarang to collect the 
first specimen. 





Continue to use these route-finding tactics to Sgt the sewers and 
beat back Killer Croc until you collect four of the Sve specimens. Kille: 

Spore, 
thereby requiring you to use the Line Launcher water. Fire 
the Line Launcher at the pipe in the distance 2 drop down 
onto the walkway. Immediately switch back to th . as Killer 
Croc is sure to emerge from the depths at any 


—_— 





Drop Dow 


Ue Launcher 


The path to the fifth specimen is a bit trickier to negotiate, since 
Killer Croc begins to attack with his patented smash attack. 
When the water begins bubbling around multiple sections of 
the boardwalk, start running! Don't worry about making noise; 
simply hold the Run Button and sprint to avoid Killer Croc’s 
attack. Continue to follow these tactics until you harvest the last 
plant spore. 


Run to avoid Killer Groc’s smash attack 

















Hold to Run 
















_ ESCAPE FROM KILLER CROC'S LAIR. ; 


Batman is over 500 meters from the exit when he finds the plant spore. Have the Batarang 
ready and begin the slow walk back to the starting point where Batman's trap awaits. Use the 
Line Launcher when necessary to cross over missing platforms, but make sure to drop back 
onto solid ground. 








‘Things really heat up once Batman gets within 150 meters from the exit. Killer Croc 
will chase Batman to the exit with one continuous smash attack. Hold the Run Button 
and direct Batman without hesitation back to the starting point. There are no intersec- 
tions in this final stretch, so you can’t get lost. Ny 





Lead Killer Croc back_ 
to the trap and select 
the Explosive Gel. ~\ 
Stand tall to tempt a 
Killer Croc into charg- 

ing toward Batman, 

then detonate the 

explosion as soon as 

Killer Croc is about 

to step over it. The 

resulting explosion 

causes the floor to 

crumble, sending 

Killer Croc plummet- 

ing into the abyss. 


Lair and use Batman's audio and plant-detection 
the maze of sewer tunnels. Collect the five plant 
jece by triggering the Explosive Gel at the 





_ RETURN TO THE BATCAVE TO FORMULATE THE ANTI-TITAN COMPOUND 


Use the Line Launcher to cross Croc’s Lair to the west and destroy the Joker Teeth near the door. Beat 
down the gang of inmates in the Old Sewer and grab the Riddler Trophy before continuing to the Batcave. 
Once there, Batman will formulate the anti-Titan compound, but not before Poison Ivy's vines begin to 
smash through the ground and rip this remote Batcave to pieces. 


NEW GADGET! THE ULTRA BATCLAW 


With this final upgrade to the Batclaw, Batman now has a full comple- 
ment of powerful gadgets. The Ultra Batclaw, which fires three hooks 
at once, can be used to rip apart structurally weak walls that can’t be 
reached using the Explosive Gel. Armed with this upgrade, there is 
no place Batman can’t reach! This item replaces the Batclaw in the 
gadget selector window. 


to return to the surface, but the vines have bi 
io Old Sewer. Activate Detective Mode and use ti 
to tear down the weakened wall to the south and glide across 
into the alcove. Grapple upward and proceed ledge 
ih above the cliffs. 





There's only one way back into the Caves and 
it involves negotiating a series of towering rock 
spires off the coast. Glide straight across the edge 
to reach the terraced spire due south. Pick up the 
Riddler Trophy and climb the ledges to the top. 
Use the Line Launcher to cross to the spiral-shaped 
rock island to the north and head inside the cave. 
Ignore the interior ledge high above and grapple 
to the hole in the rock. Head outside on the north- 
east side of this island and glide down to the tiny 
ledge on the spire in the distance to get the Rid- 
dler Trophy. Return to the central island and use 
Line Launcher to cross back into the cave to the 
it. Leap down onto the walkway connecting the 
Batcaye with the Old Sewer. Use the Ultra Batclaw to 
collect the Riddler Trophy in the ceiling. 


Head north to the Main Sewer Junction and scale 

the crumbling ledges and toppled pillars. Return 

to the platform that led to the Surface Access area 
blocked by vines) and use the Line Launcher to 
ss the Riddler Trophy in the center. 


¢ ledges in the north-central portion of 
Sewer Junction until Batman is on the narrow 
per walkway with numerous heights. Along the 
way, Batman will encounter just what it is the Joker 
is up to: He's trying to use the sewers to poison the 
Gotham River! Continue the ascent and glide east 
to.@et one final Riddler Trophy in this area. 


14 || CAVES, 





STOP JOKER FROM POLLUTING 
THE GOTHAM RIVER 


~ _BECURE THE PUMP CONTROL ROOM _ SHUT DOWN THE WEST PUMP ROOM 

















Use the Line Launcher to move into is position to the Proceed north to the Pressure Control Junction and 
right of the office in the northern corner of Main explore the tunnels leading east and west to find 
Sewer Junction—this is the Pump Control Room.Tear _ three Joker Teeth in each tunnel. Continue west 
down the breakable wall using the Ultra Batclaw, toward the Pump Room and use the Ultra Batclaw 
SS fling the Multi-Batarang at the three thugs inside, to reach the Riddler Trophy behind the elevated 


then leap for the ledge. Climb in and finish off the breakable wall. 
inmates manning the controls to secure the room. 

Pick up the Secrets Map on the stool in the corner 

and grab the Interview Tape before leaving. 















Ve 
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1 Armed _ 6 Unarmed 


The enn Room on the west side of the facility is heavily 
protected by Joker's henchmen. Use the Multi-Batarang 
while targeting the gunman and two of his closest friends, 
then glide down into combat. Dodge over the enemy 

with the Stun Baton and quickly build up a combo at his 
expense to start a chain of Critical Strikes. Use the quick- 
throw Batarang or Batclaw to knock down any enemies who 
dare pick up the weapon. 


Use the Cryptographic Sequencer to disable both control boxes and shut down the pumps in this room. 
Use the Line Launcher to cross over to the ledge with the Interview Tape and pass through the Pressure 
Control Junction to the Control Room and Pump Room on the east side of the sewers. 
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The Control Room on the east side of the sewers is one of the most heavily guarded areas on Arkham Island. 
The enemies are as unpredictable as they are numerous and the multiple levels and blind corners are as mucha 
hindrance as they are beneficial. 


Begin the assault on the Control Room by grappling to the ledge above the entrance, Wait for an opportunity to move and 
use the Line Launcher to reach the ventilation grate on the ledge to the left. Crawl through the ductwork to the room with 
the breakable floor and wall. Place Explosive Gel on both surfaces, craw] back through the ductwork, and grapple to a 
gargoyle. Use Detective Mode to spot an enemy moving into position and detonate the corresponding Explosive Gel, if 
proximity detonation hasn't been acquired yet. 





| 
| 





Return to the ductwork or floor grates when the coast is clear and advance to the eastern portion of the room. The office 
on the east side of the room has a breakable floor and enemies usually congregate here—eventually. Make sure nobody is 
approaching from behind and use the Ultra Batclaw to tear the floor out from under the enemies in the office! At this point, 
there should be about two or three foes remaining and with a room so large with so many nooks and crannies, picking 
them offis as easy as 
choke-holding fish ina 
barrel. 
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Riddler Trophy and Chronicle 
of Arkham hidden behind 
breakable walls near the cor- 
ners of the room. When you're 
ready, enter the office and use 
the Cryptographic Sequencer to 
disable the pump controls. This 
particular security control has 
been sabotaged, which makes it 
particularly difficult to hack. 


STOP POISON 
IVY FROM 
DESTROYING 
THE ISLAND 


Revisit the Pressure Control Junction 
in the northern part of the Caves, 
pausing only to smash the final three 
Joker Teeth and beat back any 
straggling inmates. 


‘TITAN HENCHASAN 


Batman soon finds himself penned in the center of the Pressure 
Control Junction with no visible way out. That is, until a Tit 
Henchman bursts through a metal door. Other doors open to 
reveal an onslaught of unarmed inmates and thugs. Things look 
pretty grim for Batman, but this is an excellent opportunity 

to rack up a huge combo multiplier and earna 

Knock the nearest convicts to the ground and watch for the 
Titan Henchman to begin its charge. Throw the Batarang at its 
head and leap aside, then rush forward and pummel the beast 
with punches and kicks until it drops to a knee. 


The Titan Henchman will stay on one knee for several 
moments, so wait for a fresh batch of inmates to enter before 
leaping onto the Titan Henchman’s back. Ride the Titan 
Henchman toward the swarming inmates and knock them 
around by pressing the Strike Button. Keep the combo going 
for as long as possible, then leap off when the creature finally 
regains its faculties and start unloading Critical Strikes while 
on foot. 








Move to the far side of the room and watch for the Titan 
Henchman to throw a downed inmate or charge. Prepare to 
throw the Batarang when it charges to stun the foe again. 
Pummel the creature with attacks until it drops to a knee 
\. and repeat the attack. Continue the fight until Batman 
is the only one left standing. 


wax como 20805 





th and use the 
xable wall. Use the 
ht and grapple to 
Chronicle of Arkham 
id use Explosive 
Gel to d on the elevator. 
This caus: or to to the floor below, 
providing Batman v an opportunity to emerge to 
the ground above. Continue to use the Ultra Batclaw 
and Explosive Gel to reach the surface. 
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Tey 15 hose and has proven to be as much of 8 problem as the her. Poison Ivy s plants have run roughshod scrass Arkham 
[sland and its anky @ matter of time before they spread across the bey ta Gathem City, Betman must bead to the Botanical 
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STOP POISON IVY FROM 
DESTROYING THE ISLAND 


Batman exits the Caves ona ledge in the center of the island overlooking Arkham Island 
West. Three Lunatics are visible scampering about on the ground below, while a sniper is 
- positioned inside the guard tower. 








Use the Remote Control ‘pararang to knock the sniper on 
his back, then glide down to the tower to finish the job. 
Batman is quite a bit higher than the sniper, so steer the 
Remote Control Batarang downward at a steep angle and 
level it off to fly it into the sniper's head. 











_—The-quickest way to the Botanical Gardens is through the Abandoned Tunnel leading back to Arkham 
Island East. Cross Arkham Island West past the MedigafWi ing and study the cliffs to the north while in 
Rie Detective Mode to find the Riddler Trophies and solyethe riddle. Don't miss the Joker Teeth in the 
~~~Abandoned Tunnel—they should be the last ones you need to destroy for Arkham Island West. 






“(es SOMREEROW’S AS BREACOBWN BARRIERS AS UT URIUES YOU SARE 


Use the Ultra Batclaw to tear down the wall high on the cliffs in the northeast section of Arkham Island 
West. Grapple into the alcove and scan the strange tanks to solve this riddle. 


Keep the Multi-Batarang at the ready to destroy the 
-. Airborne Spores coming from Poison Ivy's plants, 


a 
Ns omer en destroy the pod to make the area safe. She'll P0/S0N WY: WHEN 


make all sorts of threats and pleas not to hurt her 
plants, but don’t listen to her—the plants are a 


1 pS thiat atl tanat he destroyed / FIN/SH WITH 
BATMAN, [LL BE 
€OMING AF TER YOU 
JOKER!” 








































Two snipers een watch over Arkham Island East, one in 
each of the two towers. Take cover behind the rocks to the 
southwest of the closest tower, then grapple up when the 
sniper is looking the other way. Perform a Silent Takedown 
and return to cover before the other sniper gets alerted. 
Throw the Remote Control Batarang to knock him down, 
then use the Line Launcher to reach him before he gets 





Destroy the two sets of Joker Teeth on the first guard tower and on the 
steps leading into the Botanical Gardens. These two pairs should be 
the final Joker Teeth needed to complete the Riddler’s Challenge 
on Arkham Island East. Run up the stairs and enter the Botanical 
Gardens—it’s time to put Poison Ivy back in her cell! 


The plants have taken over the 
Botanical Gardens, which makes 
travel through this area quite dif- 
ficult. For starters, the immediate 
path into the facility is blocked, so 
climb onto the planter to the left 
and locate the small crawlspace in 
the wall. Drop below the floor and 
grapple up through the hole where the vine pokes through. Walk 
through the Botanical Glasshouse to reach the Flooded Cor- 
ridor and use the Line Launcher to cross the water. 


/ Poison Ivy sends one of her vines through the barricade, 
eliminating the need to pass through the Abandoned Chamber. 
Advance through the Flooded Corridor and use the Line Launcher 
to reach the entrance to the Elizabeth Arkham Glasshouse in the 
northwest corner of the Botanical Gardens. 









Poison Ivy took full advantage of the Titan Formula 


while Batman was gone and now she plans to take 
over the island! She has become one with the 








plants and is now a massive species of destruction 





known as Titan Ivy! Poison Ivy resides within the 





center of the plant’s flower behind a protective 
screen that opens periodically. While in an 
upright position, her twin tendrils attack by firing 
Airborne Pods that zero in on Batman’s position. 
They also pierce the ground, instantly yielding a 
tangle of vines that must be avoided at all costs. 






















VA ; 
/ \ 1 
ef D> BREAKING FREE! 


Allis not lost if Batman gets snagged in the vines that 

protrude from the ground. Quickly tap the Run Button 

to break free before the vines can inflict much dam- 

age. Failure to escape in a timely manner will result in 

considerable damage. 

or — 

The best way to damage Titan Ivy is to toss a quick- 
throw Batarang at the eye of the flower and hope to 
hit Poison Ivy when the protective shell is open. The 
shell opens periodically when she’s in an upright 
position and firing her pods. When she gets hit with 
her protective shell open, she will unleash four pods 
from each tendril. If these connect when playing on 
Hard Difficulty, Batman will take a serious beating. 
Hitting the exterior of the shell causes a minor bit 
of damage, but hitting Poison Ivy directly inflicts 
significant damage. Stay on the move to avoid 
the choking grasp of the vines and the inbound 
airborne spores and repeatedly quick-throw 
Batarangs to keep those weapons flying at her. 

































Keep up the fight until Titan Ivy’s health meter 
goes from all white to all grey. When this occurs, 
the giant plant will collapse forward and bring 


Poison Ivy within reach. Rush forward onto the 
petals of the flower and spray the center shell with 
Explosive Gel. Detonate it to weaken the shell. 


on the shell of Titan 
Ivy to win this battle. 
Use a steady barrage 
of Quick-Batarang 
throws to weaken the 
plant and hit Poison 
Ivy when the shell 
opens while avoiding 
the airborne spores 
and vine attacks. Stay 
The second half of the battle is very similar to the 1 . -onthe move, throw the 
first, but Batman must contend with a number of Batarangs blindly, and 
Arkham guards while simultaneously dodging j do what is necessary 
the attacks from the Titan Ivy plant. Watch for the "|. IgitO-avoid being hit by 


choking vines that appear underfoot and use the H " the guards who enter 
, the fight. 





human enemies to get away by dodging over them 

to escape the vines or airborne spores. Continue 

to toss Batarangs at the center of the plant to hit 

Poison Ivy 

C . when the shell 
ai opens. Empty 

S| the health 

meter of grey 

a) * and use a 





¢ 


J. second dose of 
Explosive Gel to 
end the fight. 
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the ‘sland to the Visitor Center and prepare for battle. 
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GOTO THE PARTY iene 

Batman exits the Botanical Gardens through a hole in the side of the —_ 

building and emerges on a cliff in the northeastern corner of Arkham 

Island North. The sky is illuminated with fireworks and the Joker is call- 
i eg ing out an invite. Go to the Visitor Center of the Penitentiary, where the 
»Joker’s henchmen were erecting the massive clown face facade over 
the entrance! 





















Take a moment to collect the two remaining Riddler Trophies in 
Arkham Island North and smash the pair of Joker Teeth near the door 
“leading to Arkham Island East. Proceed to the south from Arkham 
Island North through the tunnel leading directly to Arkham Island West 
and the Penitentiary. Collect the two Riddler Trophies in this tunnel. 
| ‘Stop at the exit and enter Detective Mode. 


\ The thugs outside the Visitor Center won't attack—they’re simply there 

to make sure Batman is on the guest list. Launch into a combo as soon as 
the henchman with the clipboard indicates that the evening may not be 
very fun. Take out the four men on the exterior and go inside. It should 
be noted that this is an optional fight. 


Z| 


Deféat all 
20 of the 
Joker's 
henchmen 
waiting at 
the Visitor 
Center. They 
won't throw the 
first punch, so 
you must take 


PNG 4010) 321° 













Lots of the Joker's henchmen line the hallway lead- 
ing inside. Strike the nearest thug twice to start the 
\ |combo, then move from one enemy to the next and 
unload some Critical Strikes. Mix in various moves 





SS to build the variation bonus and don’t stop until all matters into your 
the foes are history. It should be noted that this is own hands to 
also an optional fight. unlock this bonus. 


Don’t forget to 
take out the four 
enemies standing 
outside before go- 
ing inside. 

















‘TWIN TTHAN HENCHMNEN x 
Stig, ‘ARKHAN: INMATES 
DEFEAT THE : * Batman has battled hundreds of Arkham 
inmates and fought a pair of Titan Henchme: 
JOKER BEFORE before, but he’s ait ae it all at 
HE DESTROYS once! This is a difficult fight thanks to the 


sheer numbers of assailants. There's a 
G OTHAM 3 tendency to ignore the inmates and focus 
on the Titan Henchmen, but that tactic will 


Proceed through the Visitor Room and listen to the undoubtedly get Batman surrounded—and 


Joker's speech. Although Batman becomes disori- 
ented after the explosion, he can still function. Di- 
rect him through the blown-out window and into the 
a HE da them ti id t sj 
Throne Room. This is where the Joker has amassed lodge ove: Hhemilorycid talsng damage 


a pair of Titan Henchmen and an army of reg- Critical eats Scmbos will help clear the 
ular henchmen. area while you wait for the Titan Henchmen 


to start their charge attacks. 


beaten to a pulp! Use the Quick-Batclaw to 
keep the Arkham inmates off balance and 








\ Stay as far from the Titan Henchmen as 
4 possible and use quick-throw Batarangs 
against them when they charge forward. 
Although they will occasionally hit one 
another and become stunned, throwing a 
Batarang while they rush toward Batman 
is the best way to gain the upper hand. 







m Move in and unleash a quick combo 
1 a Oe to knock a Titan Henchman to a knee 
and hop onto its back. Steer the Titan 
Henchman toward the other brute as it 
flails around wildly—this is a great way 
to increase the combo multiplier and 
knock the other Titan Henchman to its 
knee just as Batman gets thrown from the 
other one. Quickly hop onto the other foe 
to keep the combo going! 




























“& 
Take advantage of the combo gained while riding a Titan 
Henchmanand unleash.a series of Critical Strikes against 
the inmates. Watch the Titan Henchmen’s health meters 
and unleash a devastating finishing combo once the final i 
segmient of their health meters is less than half full. The 
flood of Arkham inmates will cease once the final Titan 
Henchman falls to its knees. Finish off the remaining foe 
before it can shake off the cobwebs and get back up with 
a slightly-recharged health meter. 





The Joker knows he can't beat Batman ina 

traditional fight, but he’s willing to take a chance 

on Titan—especially since Batman uses the 

antidote on himself. It’s not exactly a fair fight, but 
) what else would you expect? 


The battle takes place in an enclosed arena 

on the Penitentiary roof. Titan Joker spends a 

few moments chasing Batman around the roof, 
swatting at him with his massive wingspan and 
huge hands. Batman is helpless against Titan Joker 
pha et-vate ts cobataruleMoeyaclol-telcohcilel ai CohaitMol-vabutciicg 
and stay on the run. Don’t let Titan Joker get close, 
or else Batman will suffer significant damage. 
Titan Joker will eventually leap to the upper roof, 
where he will summon a number of his henchmen. 








Batman must defeat the wave of henchmen while 

avoiding the Explosive Joker Teeth (dodge away as 

soon as the teeth make a honking noise). The first . 
wave of enemies fight with bare fists and the pipes 

Titan Joker tosses into the arena, but none of them 

have Stun Batons, knives, or guns. Listen for Titan 

joker to comment on the news helicopter, rush to 

the center of the roof, and launch the Ultra Batclaw 

at him. Rapidly tap the Run Button to pull Titan Joker 

off his perch. 

If successful, 

Titan Joker will 

get stuck in the 

:, wooden floor and 

* be helpless to 

|. Batman’s attack. 

Hit him three 
times to land a 
Critical Strike, 
then back away. 








As evidenced by the health meter, Batman must 
land three of these Critical Strikes on Titan Joker to 
defeat him. This 
means surviving 
two more waves 
of henchmen 
and pulling 
Titan Joker off 
the upper roof 
three times. The 
second wave 

of enemies 
includes a few 
High-Security 
Henchmen; hit 
them with the 
Cape Stun attack 
to inflict damage. Although none of the enemies in 








the second wave have weapons, this is a tougher 








ird wave of enemies also includes some 





security Henchmen. In addition, some 

vill rush for the gun cabinet below 

oker. Listen for the alarm to sound and a 
Batarang to knock a foe from the gun 
cabinet. As 
long as you can 
prevent Joker's 









henchmen from 
_ getting their 
- hands ona gun, 
|, you shouldn't 
~ have much of a 







































This bonus unlocks for 
x those who complete 
~the game on Normal 
> difficulty, the setting on 
which this walkthrough 
p athe is based. Playing on 
Easy difficulty triggers the “Big Bang” 
boris, while playing on Hard difficulty 
unlocks the “Biggest Bang” bonus. Regard- 
less of the difficulty setting you choose, 
compléting the game will unlock the cor- 
» responding bonus and those reserved for 
lesser difficulties. 


ee As 


Completing Story Mode unlocks the Armored 
Batman character for use in Challenge Mode. 
In addition, you can continue the story with 
free run of Arkham Asylum and solve any of 
the Riddler’s Challenges that you haven't yet 
cracked 


If you've followed this walkthrough, it means 
you will have roughly 30 of the 240 Riddler's 
Challenges remaining. Flip ahead to the “Rid- 
dier’s Challenge” section of this book for tips 
on finding the outstanding items. 





oF re OFF Ae 
Welcome to the Riddler's Challenge portion = 
of this guidebook. It's important to note that 

this section reveals the locations and provides 
precise instructions for all 240 of the Riddler's 
Challenges. The majority of these challenges 
come in the form of collectable items (Trophies, 










{_ Interview Tapes, Secrets Maps, and Chronicles 


a series of puzzling riddles or smash chattering 


7 © Joker Teeth. Z. 
3 
2 
a 





he mite 308 


It's entirely possible to solve most of the Chal- 
lenges during the course of the game's story, but __ 
you will need to make return trips to key areas 
after the completion of Story Mode to find all of 
them. Many of the Riddler’s Challenges can only 
be completed with the help of special gadgets 
that you may not possess during your initial visit 
to an area, Consult the maps and the instructions 
that accompany them to scour the island and put 
the Riddler behind bars. 


t 








NIT ENS r webd 
TREATMENT 
|RIDDLER TROPHIES = 


reer ae 
| Can you find all of these carefully 
hidden trophies? I doubt it; 

















of Arkham), while others require that you solve < 





. Yank the grate off the wall in the Patient 


The first Riddler Trophy is in the Holding 
Cells area. Yank the ventilation grate off 
the wall after the first fight in the game and 
crawl inside to retrieve it. 


Pacification Chamber and grab the Riddler 
Trophy after knocking out Zsasz. 





Crawl through the ductwork to escape the 
Patient Pacification Chamber. Grab this 
Riddler Trophy before breaking through the 
grate in the Processing Corridor. 


Clear the Decontamination area of joker 
«Toxin, then duck underneath the floor grate 
on the west side of the room. 


This one is in the unoccupied security booth 
in the Secure Treatment Transfer area. Get it 
after defeating the Venom Henchman. 














Crawl through the ventilation path in the 
Maintenance Access area during your 
second visit to Intensive Treatment. 
Unlocks: “Sewer Bat (Extreme)" Challenge. 









Stand on the center platform in Secure Tran- 
sit, halfway up the elevator shafts, and use the 
Batclaw to yank the metal grate off the wall. 
Run and leap across to pick up the trophy. 












Use the Explosive Gel on the breakable 
wall in the Utility Corridor. The trophy is 
behind the fencing. 


& i 





Use the Cryptographic Sequencer to enter the 
office in Decontamination. Climb the ladder to 
the barred room to find the Riddler Trophy. 





Locate the ventilation grate over the stairs 
in the Patient Pacification Chamber and pull 
it down with the Batclaw. Grapple up to get 
the Riddler Trophy. 

















| Delve 
thing or two. 


HARLEY QUINN: EMPLOYEE 
‘GRIENTATION, NWARCH 3” 





Go up the stairs on the west side of the 
Secure Transit area to find a narrow 
room with a desk and some recording 
equipment, The Interview Tape is on 
the desk. 


HARLEY QUINN: PATIENT 
ANTERVIEW #2, MARCH 4" 


Use the Cryptographic Sequencer 

to unlock the gate to the northeastern 
office in Cell Block Transfer. 

The Interview Tape is on the 
computer terminal. 


HARLEY QUINK: PATIENT 
JNTERVIEW #11 APRIL 1° 


Use the Cryptographic Sequencer 
to disable the security field in the 
Decontamination area and enter the 


office. The Interview Tape is on the desk. 


(MYSTERY 


\ | An item of such importance, you'd be a fool not 
to try and seek it out. Are you a fool? 


The Secrets Map in Intensive Treatment is in the lowest level of 
Secure Transit. It's available only after using the Cryptographic Se- 
quencer to open the metal barrier that seals off the area. Defeat the 
six hostiles in the area and locate the map in the office up the stairs. 





ito the minds of the Arkham patients. You may learna 
















HARLEY QUINN: PATIENT 








This Interview Tape is inside the large 
office in the center of the Intensive 
Treatment Lobby. It's on a desk near the 
east exit, under the glass ceiling. 


HARLEY QUINN: PATIENT 
ANTERVIEW #4, MARCH 6™ 





This Interview Tape is in the narrow 
office upstairs from the doors that 
connect Secure Transit to Cell Block 
Transfer. The office was gated during a 
previous visit, but now it's open. 














"| JOKER TEETH 


i Give peace a chance by smashing 20 of these annoying 


chatterboxes. 





VILLAINS 





INTRODUCTION 
HEROES & 








The 20 Joker Teeth in Intensive Treatment can be smashed during your initial visit to 


the area at the start of the game. Of them all, the ones that may require some special 
searching are those at the north end of the Decontamination area; all the rest are out 


in the open. Listen closely for the sounds of chattering teeth in Decontamination after | 


activating the extractor fan and clearing out the Joker Toxin. Walk back to the north end 
of the room to find the two Joker Teeth there. 


|CHRONICLEOF ARKHAM __. 


| Locate and analyze these mysterious diaries. Even I cannot fathom 
who left them. You have no chance. 





Go to the top of the elevator shafts in 
Secure Transit. Craw] underneath the 
fence and through the narrow passage to 
find this first cryptic message. 











" PORTRAIT. 


Intensive Treatment Lobby: Walk to 
the edge of the raised level near the 
ladder and locate the framed portrait 
of Warden Sharp. Hold the Detective 
Mode Button to scan the portrait to 
Solve the riddle. A guard will unlock a 
door to the Utility Corridor as soon as 


it is solved. 


Return to Secure Transit with the 
Explosive Gel. Use Detective Mode to 
find the breakable wall halfway up the 
elevator shaft, on the southern side of 
the room, Destroy the wall to reach the 
Chronicle of Arkham behind it, 


Look for the ventilation grate halfway 
up the wall on the eastern side of the 
Transfer Loop. Tear it down with the 
Batclaw, then climb inside. This large 
maintenance shaft hides the next 
Chronicle of Arkham. 


























et 


K PUZZLE HAS MANY SIDES, 
BUT ONLY SOME ARE VISIBLE. 


Intensive Treatment Lobby: Stand inside the office in 
the center of the area and enter Detective Mode. Study the 
windows on the south side of the office and locate the upper 
portion of the “?” on the window near the door. Now manipulate 
the camera controls to line up the question mark on the window 
with the dot painted on the wall in the distance beneath the 
vents. Once 
you've aligned 
the “?”, press 
and hold the 
Detective Mode 
Button to solve 
the riddle. 


YOU DON’T KNOW JACK ABOUT GOTHAM. 
TUNE IN TO FIND OUT. 


Utility Corridor: Zoom in on the radio in the locker room to see 
the dial tuned to Jack Ryder's radio show. Hold the Detective 
Mode Button 

to scan the 
commentator's 
name on the 
radio to solve 
the riddle. 





HOOK UP WITH THE RELATIVES BEFORE 
YOU’RE TRANSFERRED OUT OF HERE. 


Use the Cryptographic Sequencer to unlock the gate on the 
southeastern side of the Cell Block Transfer area. Travel to Cash's 
office and zoom 
inon the family 
photo on his 
desk; scan the 
photo to solve 
the riddle, 


DR. JONATHAN CRANE PLANS ON 
ELEVATING FEAR TO NEW DEPTHS. 


Drop into the empty elevator pit at the bottom of Secure Transit 
and crawl through the ventilation system to reach the mysterious 
cave behind the 
walls. Scan the 
blueprints to 
solve the riddle. 














ATOP HAT AND TAILS IS THE ONLY DRESS 
CODE FORTHIS PARTY IN THE NORTH. 


Return to the Transfer Loop and duck underneath the partially- 
lowered gate to enter the small office in the center. Zoom in 
on the poster 


INCE advertising the 

LE LOUNC 

Eanes Iceberg Lounge 
, and scan it. 


EVEN I WAS SHOCKED WHEN I SAW HOW 
MAXI ZEUS WAS TREATED! 


Use Detective Mode to spot the weakened wall in the Patient 
Pacification Chamber and blow it up with Explosive Gel. Scan 
the book and artwork in the cell. 


Unlocks: Character Bio for Maxie Zeus. 





WHERE WOULD YOU FIND MY HOME 
SWEET HOME? 


Return through the Intensive Treatment facility to the Holding 
Cells and scan the green question marks in the northeastern 
cell to solve this riddle. 
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‘THE JOKER: CASE STUDY NOTES, DECEMBER 22ND 








‘The final Riddler Trophy in Arkham Island 
East is inside the guard room near the 
watchtowers, Use the Cryptographic Se- 
‘quencer to unlock the gate near the catwalk 
and go inside, The trophy is on the floor in 
the back corner. 








inside to find the Interview Tape on the desk. | 


| Smash 10 of these annoying blabbermouths. 


‘The Joker Teeth in Arkham Island East appear in pairs periodi- 





cally throughout the night. They can be located on the steps to 
Arkham Mansion and the Botanical Gardens, in the guard tow- 
ets, and on the ground. You won't find the final two pairs of Joker 


s 
Grapple to the lower ledge of the Arkham Use the Cryptographic Sequencer to deac- 
Mansion’s main clocktower, then run around tivate the security gate on the guard shack 
to the east side and grapple again. The Rid- near the flaming statue. The Riddler Trophy 
dler Trophy is on the west side of the tower. isinside on the table. 
Unlocks: Character Trophy for Victor Zsasz, Unlocks: Character Trophy for Poison Ivy. 
While in Detective Mode, use the Explosive Glide down from the Aricham Mansion 
Gel to blow up the sidewalk just north of rooftop to the lower rooftops on the south 
the entrance to Arkham Mansion to find a side of the structure, This hard-to-spot Riddler 
buried Riddler Trophy. ‘Trophy is ina low area between the two main 
wings on the southeast side of the building, 
LINTERVIEW TAPES = = 5 
| Delve into the minds of the Arkham patients. You may learn a thing or two. 
“THE JOKER: PATIENT NTERWIEW #1, JUNE 16TH 
It's on the desk - Use the 
at the top of the Cryptographic 
guard tower with Sequencer to 
the lengthy metal disable the security | 
walkway closest to gate onthe lengthy | 
the path leading walkway leading | 
to Arkham Island from the cliffs to the | 
North and Botanical watchtower. Venture 
Gardens. 
| MYSTERY | |JOKERTEETH 
1 An item of such importance, you'd bea fool 
not to try and seek it out. Are you a fool? 
Use the Crypto- 
graphic Sequencer 
tounlock the 
scence tothe, Teeth until late in the game. 
guard shack near 
the flaming statue. 
‘The Secrets Map is ‘ 
inside, on a desk in 
the corner of the tiny room. 
' 
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4 | CHRONICLE OF ARKHAM 








| Locate and analyze these mysterious diaries. Even I cannot fathom who left them. You have 


no chance. 


Use Detective 
Mode and 
Explosive Gel to 
find and break 
through the 
weakened wall on 
the side ofthe steps | 





leading to Botanical 
Gardens near the cemetery. 


RIDOLE_ 





{ 
| 
+ 





This Chronicle 
of Arkham is 
located between 
two narrow walls 
on the side of 
the courtyard, 
just north of 





the entrance to 
Arkham Mansion. It's behind a short wall near the plants. 





| THE LEGACY OF THIS ISLAND HAS BEEN WELL AND TRULY BURIED. 


Enter the cemetery to the southeast of the Botanical Gardens 
entrance and locate the headstone for Amadeus Arkham and 
scan it, 

Unlocks: Character Bio for Amadeus Arkham. 


GOTHAM’S GREATEST FAMILY TOWERS 
OVER THE CITY. 


Grapple to the Arkham Mansion rooftop above the courtyard and 
between the center of the house and the northern wing (where 
Riddler Trophy #6 is located). Stand near the gap in the fence 
and zoom in on the large "W" logo atop the Wayne Enterprises 
building in the distance. Sean the logo to solve the riddle. 
Unlocks: Character Bio for Bruce Wayne. 








MY CHALLENGES APPEAR TO THOSE WITH 
THE CORRECT POSITION IN LIFE. 


Grapple to the Arkham Mansion rooftop and continue to the 
ledge along the rear tower. Go to the south side of the tower 
and use Detective Mode to spot the upper portion of the “?" 
between the two pitched roofs below. Line up the "." on the 
ground near Batman's feet and complete the question mark to 
solve the riddle. 





















| Can you find all of these carefully hidden 


5 a but 3? Ldoubt it. 


Bf Chapple tothe rooftop on the northside of 

the Intensive Treatment facility. Run over the 
eave to the east to find this one. 
Unlocks: Character trophy of Warden 





Enter the crumbling ruins of the building 
north of the Batmobile. This trophy is out in 
the open on the ground. 

Unlocks: Character trophy of Aaron Cash, 





Enter Detective Mode near the Batmobile 


and use the Explosive Gel onthe ground -! 


north of the car to reveal a hidden 


_ Riddler Trophy, 


Look on top of the lofty watchtower 
northivest of the Batmobile. Grapple to the 
rooftop from the ground to reach it. 


Glide due north from the northeast watch- 





tower to reach the rocks near the exit from 


4 Beep Serer 








Climb the wall on the east side of Intensive 
‘Treatment and enter the small courtyard. 
Grapple to the ledge above the entrance to 
the cave entrance at the south end of 

the courtyard. 












Continue through the cave leading to Dead 
Man's Point and enter the door. Turn to the 
right and use Detective Mode and the Ex- 
plosive Gel to blast through the weakened 
wall to find the Riddler Trophy. 




















‘Climb to the top of the quard tower in the Use the Ultra Batclaw and Detective Mode 





center of Arkham Island North, Use the to destroy the breakable wall on the build- 
Line Launcher to traverse to the uppermost ing on the west side of the area. Grapple up 
ledge of the ruins to the west. to get the Riddler Trophy. 


Unlocks: Character Trophy for Henchman 
on Titan. 





“THE JOKER: PATIENT $NTERWIEW #17, JULY 27" 


Grapple or climb the stairs to reach the top of the watchtower 
to the northwest 
of the Batmobile 
upon first entering 
Arkham Island 
North, The 
Interview Tape is 
on the desk inside 





the tower. 


‘| MYSTERY a 


Return to the secret cave that leads from 





Arkham Island North to the perch where 


Batman flew to the Batcave, Enter Detective 
Mode to spot the weakened wall inside the 


cave and tear it down to enter the alcove 


behind it. 


Unlocks: Character Trophy for Joker. 


‘THE JOKER CASE STUDY NOTES, DECEMBER 23RD 


Use the Cryptographic Sequencer to deactivate the security 


control gate on the 
guard shack near 
the guard tower, 
The Interview 
Tape is on the 
desk inside. 





| An item of such importance, you'd be a fool not 
to try and seek it out. Are you a fool? 


‘The Secrets Map is on a desk inside the small security house next 
to the Batmobile. Use the Explosive Gel to blow through the crack 
in the roof (use Detective Mode to see where) and drop through 
the hole to collect the item. 


|JOKERTEETH 


| Smash 10 of these annoying blabbermouths. 





| 








The Joker Teeth in this area will appear in groups of two and three periodically throughout the night. Many will appear near the 
entrance to the tunnel leading to Arkham Island East, but others will appear on the guard tower and the balcony leading to the upper 
entrance to Intensive Treatment. 
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have no chance. 


Enter the 
crumbling ruins 
of the building 
to the north of 
the Batmobile 
and grapple to 
the second floor. 
The Chronicle of 
Arkham is on the right. 


RIDDLE. : 


TWEEDLE-DUM AND TWEEDLE-DEE SAW IT, 
CAN YOU SEE IT? 


we 


Proceed north past the watchtowers to the gate marking the 
main entrance to Arkham Asylum, There is a child’s see-saw on 
the right; scan it to solve the riddle. 

Unlocks: Character Bio for Tweedledum and Tweedledee. 


NOWISEE IT, NOW YOU DON’T! 


Venture to the crumbling building at the north end of the area 
and approach the stone archway on the left behind the tree. 
Use Detective Mode to spot the top half of a“?", then line it up 
with the dot painted on the ceiling inside the building. Scan the 
full question mark once it is aligned. 














Locate and analyze these mysterious diaries. Even I cannot fathom who left them. You 


Enter the cave 
leading to Dead 
Man's Point on the 
southeast side of 
Intensive Treatment 
and grapple to the 
ledge above the 
broken ladder. This 
one is on the left. 








LET’S FACE IT, THERE ARE TWO DENTS ON 
THE WALL. 


Use the Cryptographic Sequencer to break into the guard 
shack in the center of Arkham Island North. Approach the wall 
with the numerous "Vote Dent” posters and scan the posters to 
solve the riddle. 





























Grapple to the ledge directly above the Search the roof of the shack on the docks, Grapple to the Medical Wing's rooftop and 










door from which you exit upon reaching’, southeast of the Penitentiary. Descend the search the edge of the building's roofina 
Arkham Island West from the north. stairs from the upper clifisand grappleto - , _counter-clockwise direction. " 
: set | Unlocks: Character trophy for the Batmobile. 





thereof, ys! 4 


a fe, 





" Search the Abandoned Tunnel leading from 







From the door to Arkham Island West, drop This one is on the ground beneath the tall- 


into the ravine with the flowing water on est watchtower. It's in the weeds, so use De- Arkham Island East. Grapple to the ledge ‘ 
the left. necessary, use Detective Mode to ' _tective Mode if you have trouble locating it. cover the gate and use the Explosive Gel to ‘ 
scan the lower rocks for this Riddler Trophy. break through the weakened ceiling. 


Unlocks: Character trophy for Scarface puppet. isa 











Use the Batclaw to enter the ventilation Grapple to the Medical Facility rooftop and Grapple to one of the beams in the tunnel 


system on the wall to the right of the doors use the Line Launcher to cross the chasm. leading to Arkham Island North and use : 

to the Penitentiary. Climb inside to get Unlocks: Character Trophy for the Batwing. Detective Mode to spot the weakened 

the trophy. wall. Yank it down and grapple up to get | 
ihe trophy. 


Unlocks: “Invisible Predator” Challenge. 





he 





Grapple to the top balcony in front of Approach the entrance to the Abandoned This Riddler Trophy is inside the tunnel | 
the Penitentiary. Use the Cryptographic ‘Tunnel and use Detective Mode to spot the leading to Arkham Island North. Use the 

Sequencer (with the Range Amplifier up- cracked section of ceiling, Pull the ceiling Batclaw to tear the ventilation grate off the 

grade) to deactivate the security gate. down using the Ultra Batclaw and grapple wall above the central beams. 


up to get the Riddler Trophy. 





Use the Cryptographic Sequencer to raise 
the lift in front of the entrance to the Medical 
Wing, The Riddler Trophy is in a recess 
beneath the lowered platform. 

Unlocks: Character Trophy for Harley Quinn. 


| INTERVIEW TAPES [MYSTERY 








i Delve into the minds of the Arkham patients. { An item of such importance, you’d be a fool not 
You may learn a thing or two. to try and seek it out. Are you a fool? 
“THE JOKER: PATIENT INTERVIEW #20, AUGUST 1° Useltbecaye: 
a tographic Se- 
; This tape isonthe Gener (with the 
desk inside the Power Amplifier 





storage shack on napetbae) toaases 


tivate the security 
ofthe Penitentiary sg e14 on the guard 


victors shack next to the a ~ 
Island West. 


smoldering ambulance. The Secrets Map is inside on the table. 
iq 
|JOKERTEETH 


i Smash 10 of these annoying blabbermouths. 


the deck southeast 











The Joker Teeth scattered throughout this area are primarily confined to the two tunnels leading to Arkham Island North and Arkham 
Island East. As with the other areas on the island's surface, the Joker Teeth only appear in small groups periodically throughout the 
night. Look for them in the tunnels, on the steps leading into the Medical Facility, and near the guard towers in front of the Pefitentiary. 
‘ 
J q 
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{ | Locate and analyze these mysterious di: . Even I cannot 


fathom who left them. You have no chance. 

Descend the lengthy sets of stairs from 
the front of the Penitentiary to the docks. 
Approach the ambulance and turn 
around. Use Detective Mode to locate 
the large breakable wall and grapple to 


it; the next message is inside. 





| 

| RIDDLE : : 

| DO YOU SEE WHAT I CAN SEE? NO? THEN MAYBE I AM IN A 
STRONGER POSITION. 


Climb the stairs 
(or grapple) to 
the uppermost 
landing in front of 
the Penitentiary 
and enter 
Detective Mode. 
Look over the 
railing to spot 

the large "2" on 
the lower level. 





Now locate the dot spray-painted on the fence post and line them up to complete the 
Riddler's question mark. 


ZSASZ IS COUNTING ON YOU FINDING 
HIS WORK. 


Use the Cryptographic Sequencer with the Range Amplifier 
upgrade to deactivate the security gate on the upper balcony 
of the Penitentiary, Once inside, zoom in on the cards on the 
poker table to solve the riddle. 


DOES SCARECROW’S GAS BREAK DOWN 
BARRIERS AS IT DRIVES YOU INSANE? 


Use the Ultra Batclaw to tear down the wall high on the cliffs in 
the northeast section of Arkham Island West. Grapple into the 
alcove and scan the mysterious tanks hidden there. 
































|| Can you find all of these 
carefully hidden trophies? 
jI doubt it. 


iis 





Enter through Maintenance Access and get © iL. 
inside the ventilation system. Craw! tuoagh "== 4, 
the ductwork and continue going down to m4 
the Riddler Trophy in the small fenced area. 


c 





Crawl through the ventilation dct in the 
northeast comer of the Snatorium. Sneak i 
through the maintenance tunnel southward + / 
to find the Riddler Trophy. 






Enter the Upper Corridor from the Sanato- 

~ rium and go straight ahead past the stairs 
on the left. Grapple to the ventilation duct 
high on the wall to the left to find it. . 


Inthe X-Ray Room, search atop the central 
office where Dr. Penny Young is being 
held hostage. a 

















Proceed to the Experimental Chamber 
and enter the ventilation system. Follow the 
ductwork around to the northwest corner of 
the room to find the trophy. 





Ascend the stairs in the Experimental 
Chamber and grapple to the glass roof 
above Harley Quinn. 

Unlocks: Silent Knight” Challenge. 






INTERVIEW TAPES. _ 


“THE RIDDLER: PATIENT 
ANTERVIEW #21 NWAY 27TH 





It's located in the northeastern office 


inside the Sanatorium. Use the Explosive 
Gel on the ceiling to break into it, or 
simply turn left at the elevator after 
freeing the scientists. 


“THE RADDLER: PATIENT INTERVIEW #55, OCTOBER 


Use the Ultra 
Batclaw and the 
Cryptographic 
Sequencer to 
explore the rooms 
in the Secure 
Access area of the 
Medical Facility. 
The Interview 
Tape is on a wooden desk. 











Use the Batclaw to pull down the ventilation 
grate in the northeast corner of the Sanato- 
rium. Crawl through the opening to reach a 
secret room with the Riddler Trophy. 





Return to the lower level of the Medical Facil- 
ity and use the Ultra Batclaw to pull down the 
breakable wall leading to Secure Access. 

Unlocks: ‘Shock and Awe (Extreme)” Challenge. 


: 3 ; 2 
| Delve into the minds of the Arkham patients. You may learn a thing or two. 


a 


“THE RIDDLER: PATIENT 
INTERVIEW #39, JULY 29TH 





This Interview Tape is on the desk in the 


Medical Foyer, close to the security gate 
leading to the exterior. Access the area 
through the Sanatorium after sneaking in 
through the Maintenance Access. 








Use the Cryptographic Sequencer to 
disable the security fence in the Surgery 
Room. Head up the stairs to find the Riddler 
Trophy on the cart in the corner. 


¥ 





Use the Batclaw in the Patient Observation 
room to yank off the ventilation grate. Climb 
into the ductwork to find the Riddler Trophy 
ina maintenance shaft behind the wall. 





Turn on all the fans in the Patient 


Observation area to clear the air of the 

Joker Toxin so Aaron Cash can open the 
door to the office. The Interview Tape is 
on the desk 


“THE RIDDLE: PATIENT ANTERWIEW #76, JANUARY 16TH 


y Return to the lower level of Medical Facility and continue to 


chamber where 
Bane had once 
been strung up 
to the wall. The 
Interview Tape is 
onthe shelf. 





the Experimental Chamber. Stay low and enter the central 





























(MYSTERY , Mikes 
| An item of such importance, you'd be a fool not 
to try and seek it out. Are you a fool? 





The Secrets Map is on the table in the Experimental Chamber. 
Visit the Morgue after riding the elevator, then follow the 
arrows through the Lower Corridor to the Experimental Cham- 
ber. Pick it up after listening to the Joker's proposition; it's next 
toa stuffed bear. 


WOKE TESTA ee 


— ene 


| Give peace a chance by smashing 20 of these annoying chatterboxes. 


You can destroy all 20 Joker Teeth during your initial visit to the Medical Facility, provided you keep an eye out for the ones in the 
Sanatorium and the trio near the Experimental Chamber. Many of the Joker Teeth are presented to Batman as gifts from the Joker 
each time he rescues one of the doctors—use a Batarang to destroy the gift boxes to get the real Joker Teeth. Note that although there 
are five Joker Teeth in the Sanatorium, only three are available at first; the other two are in the elevator and will only appear after the 


doctors are rescued. 


| CHRONICLE OF ARKHAM 


| Locate and analyze these mysterious diaries. Even I cannot fathom who left them. 
You have no chance. 





Crawl through the ventilation system Return to the Medical Foyer and use the Use the Ultra Batclaw inside the X-Ray 


to the Sanatorium, then proceed north Ultra Batclaw to tear down the breakable Room to tear down the breakable wall 
along the western wall. Craw! through wall in the hallway. Grapple up to the above the inner room where Dr. Young 
the floor gates to the second tolastarea Chronicle of Arkham behind it. was located. 


and climb up to find the message. 


| RIDDLE eS. ae 


a a ne oe a 











| TICK! TOCK! NEWS FLASH! SOMEONEISNOT A QUESTION CAN ONLY BE ANSWERED FROM 


GETTING OUT OF HERE ALIVE. ANEW PERSPECTIVE? DON’T YOU AGREE? 
Sanatorium: Drop through the weakened floor to the lowest Sanatorium: Use Detective Mode to spot the weakened 
level of the Sanatorium and scan the skeletons in the jail cell. section of floor on the west side of the room, then use the 
This is located in Explosive Gel to 

the western side 4 blow it up. Step 

of the room. back (toward the 

Unlocks: south) and line’ 

Character Bio for up the “?” in the 

Killer Croc. hole with the dot 


on the floor. 
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IS THE GENEROSITY OF OUR BENEFACTORS 
ON THE WAYNE? 


Medical Foyer: 
Proceed to 

the Medical 
Foyer via the 
Sanatorium and 
scan the plaque 
on the wall that 
states this unit of 
Arkham Asylum was funded by Bruce Wayne 
Unlocks: Character Bio for Alfred Pennyworth 


WAS THIS FIRE FLY TOO HOT OFF THE PRESS? 


Patient Observation: Clear the Patient Observation area of 
the Joker Toxin, then enter the room that the inmate smashed 
through. Zoom in and scan the newspaper clipping with the 
headline “Firefly Escapes.” 

Unlocks: Character Bio for Firefly. 





SHHHHSSHHS! RUMORS PERSIST THAT 
TOMMY ELLIOT OPERATES IN ARKHAM. 
CAN IT BETRUE? 


Grapple to the upper level in the Surgery Room and scan the 
large board with the operating schedule, particularly where 
T. Elliot's name is located. 

Unlocks the Character Bio for Hush. 











> 
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BE FOUND IN ATINY JAR? 





Examine the center of the Morgue after escaping the run-in 
with Scarecrow and scan the jar labeled "Great White Shark.” 
Unlocks: Character Bio for Great White Shark. 





Is THIS BEAR THE BANE OF HIS LIFE? 


Follow the arrows on the floor of the Lower Corridor to the 
Experimental Chamber. Locate the stuffed bear on the table 
and scan it to solve the riddle. 

Unlocks: Character Bio for Bane. 





ARE YOU GOING TO TAKE YOUR HAT 
OFF TO HARLEY, BATS? 


Grapple to the empty ductwork in the elevator shaft on the 
lower floor of the Medical Facility and crawl through the 
ventilation system to the intersection. Turn to the right and 
drop into Harley's former office. Zoom in on the female Jester 
head on the desk and scan it to solve the riddle. 
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°\ | RIDDLER TROPHIES. 


|, Can you find all of these 
\carefully hidden trophies? _ 
Idoubt it. - : x 














a 


Use the Batclaw to remove the ventilation 
grate from the wall in the Old Sewer and 
grapple up to find the Riddler Trophy. 


x 








vy 


MWR. 


Venture north through the Old Sewer while This one is on a metal platform in the Main Enter the Main Sewer Junctionandgo 

in Detective Mode to spot the weakened Sewer Junction beneath the running water. toward the joker Teeth in the northeast ‘ 

wall on the left. Use the Explosive Gel to Jump to the first metal platform, drop to narrow gap in twhe ‘ 

break through the wall. the left then jump to the platform further led + 
to the left. The trophy is on the far side of * 
the column. ‘ 
Unlocks: Character Trophy for Bane, ‘ 
























Run along the toppled column on the north 
side of the Main Sewer Junction to reach the 
northwest corner. Run and leap southward 
to the Riddler Trophy, which is visible on the 
third column. 

Unlocks: “Sewer Bat" Challenge. 





Ascend the second toppled column in the 
Main Sewer Junction to reach the third level. 
Shimuny along the crack in the column to 
the far side of the tower and climb up. 
Unlocks: Character Trophy for Commissioner 
James Gordon. 





Climb to the third level in the Main Sewer 
Junction by ascending the second toppled 
column, then turn to face the southwest. 
Glide down and to the left to land in the 
alcove just below the large gear, 

Unlocks: Character Trophy for Scarectow. 





Use the Line Launcher to cross over the 
water in Croc's Lair to reach the Riddler Tro- 
phy. This one is slightly east of the hallway 
leading to Control Room Access. 

Unlocks: "Survival Tactics” Challenge. 





Return to the south end of Old Sewer and 
use the Line Launcher to access the Riddler 
Trophy located just beyond the waterfall. 
Unlocks: Character Trophy for Killer Croc. 





Glide from the ledge above the Batcave to 
the rock island far to the south after getting 
the Utra Batclaw. The Riddler Trophy is on 
the lowest level of this narrow, terraced 
rock spize. 


Grapple to the small opening located about 
halfway inside the spiral-shaped rock spire off 
the coast ofthe island. Glide northeast to the 
tiny ledge in the distance to find the trophy, 
Unlocks: “Record Breaker (Extreme)” 
Challenge. 





Enter the Old Sewer with the Ultra Batclaw 
in tow and use Detective Mode to spot the 
weakened section of ceiling. Tear down 
the crumbing wall and grapple to the 
room above. 





Use the Line Launcher 

Sewer Junction to cross & 
that leads to Surface Access to the walkway 
in the center of the room. 
Unlocks: “Rumble in the jungle” Challenge, 























Use the Ultra Batclaw and Detective Mode 
to break through the weakened section of 
wall along the path leading to the Pump 
Room from Pressure Control Junction. 








Use the Ultra Batclaw to rip down the break- 
able wall in the northwest corner of the 
Control Room. Wait to do this until after you 
have eliminated the seven gunmen. 


Return to the Control Room Access and 
Croc's Lair areas via Intensive Treatment, 
Use the Ultra Batclaw to tear down the weak- 
ened ceiling near the door to the Old Sewer. 
Unlocks: “Rumble in the Jungle (Extreme)"" 


Challenge. 


























| INTERVIEW TAPES 


| Delve into the minds of the Arkham patients. You may learn a thing or two. 


KILLER (CROC: PATIENT (NTERVIEW #1 EEBRUARY 12TH 


Exit the Batcave \ 
via the corridor 
leading to the Old 
Sewer, Defeat the 
five thugs and 
continue east to 
find the Interview 
Tape on the ground 
near the body. 


‘sean 





The tape is on a crate in Control Room 


Access. To reach it, use the elevator in 
Intensive Treatment en route to Killer 
Croc's Lair, 


| MYSTERY 


| An item of such importance, you’d be a fool 
not to try and seek it out. Are you a fool? 


The Secrets Map is in the pump control rom within the Main 
Sewer Junction. Climb to the highest ledge in the Main Sewer 

Junction using the Line Launcher and tear down the breakable 
wall to the pump control room. The Secrets Map is on a stool in 


the corner of the room beneath the monitor. 








This Interview Tape is on a pile of drums 
in the corner of the pump control room 
inside Main Sewer Junction. Use the Line 
Launcher and Ultra Batclaw to reach this 
room high above the sewer floor, 








————— 


HOLLER CROC: PATIENT ANTERVIEW #2 EEBRUARY 1/TH 


Ascend the toppled columns in the Main Sewer Junction. Once 
on the third level, enter the Surface Access corridor to the east. 


‘The Interview Tape 
| ison the crate just 
past the door. 


Grapple to the platform where Batman 
first enters the Pump Room and use 
the Line Launcher to cross over to the 
narrow ledge near the drums. 





| 
‘ 10 KER TEETH 
| Give peace a chance by smashing 20 of these 
annoying chatterboxes. 


You'll need to make a second trip to the Caves to find all 20 
Joker Teeth, but even this second visit is part of the main story 

progression. The first visit to the Caves is limited to the Batcave 
and the Main Sewer Junction. You can find the missing 12 Joker 


‘Teeth upon returning through Croc’s Lair and then travelling 











back and forth through the Pressure Control Junction later. 
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| CHRONICLE OF ARKHAM _ : ora 


i Locate and analyze these mysterious diaries. Even I cannot fathom who left them. 
You have no chance. 





Drop off the ledge into the Old Sewer Use the Explosive Gel or the Ultra Enter Detective Mode and use the Ultra 








and eliminate the nearby thug. Turn to Batclaw to break down the wall in the Batclaw or Explosive Gel to destroy the 
face the wall where Batman justentered _ southeastern side of the Control Room. wall in the elevator shaft inside Pressure 
and look to the left to find the Chronicle Control Junction. This elevator shait is 
of Arkham. only accessible following the fight with 


the Titan Henchman. 
| RIDDLE 


+ - 
4A PUZZLE HAS MANY SIDES, BUT ONLY SOME ARE VISIBLE. 


Climb the second toppled column inside the Main Sewer 












Junction. Shimmy along the crack in the tower to the ledge and 





climb up to where the Riddler Trophy #6 is located. Go into 
Detective Mode and stare through the missing bricks to the 
ceiling and line up the “?” on the upper archway with the dot of 


paint on the nearby wall. 


=f bee. 


Wing) 
Chefestelos 


Wes ing) 
toraatelose 


a <f. 
lean R TROPHIES 


| Can you find all of these carefully idden 
trophies? I doubt it. 


j Merositen 
. Biterealeim 


Locate the ventilation grate at the base of 
the steps inside the Mansion Entrance Hall 
‘and yank it out. Crawl through it to find the 
Riddler Trophy. 


Ne 


Defeal the gs fa the Libeary and erik 

ton ate light on the southivest wall inthe the ductwork on the main floor to find the 

ridor. Grapple up to find a Riddler Riddler Trophy. Use the Batclaw to yank off 
the grate. 






Using the Batclaw, yank off the ventilat 
grate on the base of the statue in the M 
Hall and climb inside to retrieve the 














Grapple to the third level of the library Proceed to the North Corridor and craw! Return to the East Wing Corridor with the 


and sneak through the ventilation system through the ductwork near the blocked Ultra Batclaw and pull down the structurally 
toasecret maintenance shaft. Continue to door to Dr. Young's office. Grapple to the weak wall around the comer from the en- 
the top level of the Library then enter second ventilation opening to access the trance, Grapple up to get the Riddler Trophy. 
one final piece of ventilation to find the upper floor. The Riddler Trophy is on the Unlocks: Survival Tactics (Extreme)” 
Riddler Trophy. upper floor above the door leading back to Challenge. 

the Arkham Records Room. 








‘Walk along the balcony in the Arkham The trophy is on the desk at the north end 
of the Warden's Office. Get it after dealing 
with Zsasz, 


Unlocks: “Record Breaker” Challenge. 





| INTERVIEW TAPES 


{ Delve into the minds of the Arkham patients. You may learn a thing or two. 


‘THE SCARECROW: PATIENT “THE SCARECROW: PATIENT “THE SCARECROW: PATIENT 
ANTERVIEW #1 JANUARY 77H INTERVIEW #6, JANUARY 22ND INTERVIEW #9 JANUARY 29TH 











© ventilation grate off the wall of Eliminate the enemies in the Arkham This Interview Tape is on the desk in the 





ye northeast corner of the Records Room and proceed south locked portion of Dr. Young's Office. Bat- 


e Interview Tape is on toward the security gate. Remove the man can retrieve it after the henchmen 





ventilation grate on the wall and climb open the door, 
through the ductwork to the gated office. 
The Interview Tape is on the desk. 


lance PATIENT $NTERVIEW #12, IE SCARECROW: ASYLUM ANTERVIEW # 
RY 14TH BRUARY 14TH 


Use the Enter Detective 
Cryptographic 


Sequencer in the 


Mode and use 
the Ultra Batclaw 
Library to access 
the locked room 

to the north. The 

Interview Tape is 
ona desk. side, Climb up and look for the Interview 


in the West Wing 
Corridor to tear 
down the breakable 
wall on the south 








amongst the papers. & 
1; 
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| MYSTERY JOKER TEETH ae ER | 
a Se z 
| An item of such importance, you'd beafoolmot Give peace a chance by smashing 20 of these ‘ 
to try and seek it out. Are you a fool? annoying chatterboxes. » 
e ‘The Secrets Map is on the desk in the Warden's Office. Pick & ll 20 Joker Teeth can be found during your initial visit to 
after saving Dr. Young from Zsasz, but before leaving the ofic=*s © Arkham Mansion. Joker will reward Batman with six of them (in 
follow the warden’s DNA trail. two packages), while the remainder are easy to find. The only 
icky ones are in the Main Hall and in the Warden's Office. Two 
of the three in the Main Hall are visible at the north end of the 
room, but the third one is behind a ventilation grate in an oth- 
exwise empty office. The three in the Warden's Office are on the 
balcony above the filing cabinets. 
| CHRONICLE OF ARKHAM 
Saaneaepounetpeserseqeenenesaaenanrontaciaaanecaeaniasiam = een no 
| Locate and analyze these mysterious diaries. Even I cannot fathom who left them. 
You have no chance. 
= =. = 
Climb the stairs in the Mansion Entrance Go to the northend ofthe Main Halland Grapple to the ventilation system in 
Hall and use the Batclaw to pulldown the look toward the vaulted ceiling tospota the South Corridor and use Detective 
ventilation grate. Grapple to the secret ledge above the statue. Grapple to it to Mode to find the breakable wall on the 
room above and use the Explosive Gel to _ find this rather well hidden Chronicle of _east side of the room. The Chronicle of 
break through the wall. Arkham Arkham is behind the wall. 
| RIODOLE 
| 3% 
“ WHO IS THE MAIN MAN IN THE MAIN HALL? 
Defeat the enemies in the Main Hall, then approach the 
hallway leading to the South Corridor. Scan the portrait of 
Commissioner James Gordon to solve the riddle. 
: ‘ 
200 ? wh 
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WHAT DOES A BIRD NEED IN THE RAIN? HOW DO YOU MASK YOUR FEELINGS 


WITHOUT LOSING CONTROL? 





The Same as any other creature: an umbrella! Enter the South 
Corridor and scan the umbrellas kept in the glass case on the Zoom in and scan the 
east side of the room. mask hanging on the wall 
in Dr. Young's Office to 
the right of the safe. 
Unlocks: Character Bio for 


Black Mask. 


Unlocks; Character Bio for The Penguin. 





A GAME OF CAT AND MOUSE CAN 
BE PAINFUL. 


Enter the East Wing 
Corridor and scan the 
display case containing 
Catwoman's mask 





and gloves. 
Unlocks: Character Bio 





THIS FIENDISH PUZZLE LITERALLY APPEARS : 
OUT OF THIN AIR. for Catwoman. 


ISN’T THE WARDEN TOO OLD FOR 





Use Detective 

Modaitespot A PUPPET SHOW? 
the upper half Scan the puppet 

of the “?" on. in the glass 

the wall in the case inside the 

South Corridor. Warden's Office 
Grapple to in Arkham 

the ventilation Mansion, 

system on the other side of the room and locate the tiny dot of Unlocks: 

paint (while in Detective Mode) on the ductwork. Align it with Character Bio 


the curly part on the wall to form the question mark and scanit. for Scarface. 


OUR RECORDS SHOW THAT A STRANGE 


DID AMADEUSGO = pRANSFER REQUEST WAS MADE IN THIS 
MAD, ORWASHE poo 


JUST DIZZY? 
Use the Cryptographic Sequencer to disable the security field 


Crawl through the 
ah re apabaial sealing off the south office in the Arkham Records Room. Cross 


ventilation system in 
the North Corridor to 
reach the two secluded cells in the back. Enter the one with the 





over the electrified floor using the Line Launcher and scan the 
files on the right marked “Strange Files. 


Unlocks: Character Bio for Professor Hugo Strange. 
numerous circular writings and scan the wall to solve the riddle, 


IT’LL BE A COLD DAY IN HELL WHEN THIS 
GHOUL RISES AGAIN. 


Sneak through 
the ventilation 
system from 
the upper level 
of the North 
Corridor to Dr. 





‘Young's Office. 





Scan the corpse 
on the open drawer in the morgue 
Unlocks: Character Bio for Ra's al Ghul ; 
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This Riddler Trophy is inside the last stall in * -!7"}+ Free the Warden in the Security Control Use the Cryptographic Sequencer to unlock 
the men’s restroom in the Cells Access area. .”... Room, then head up the stairs in the south- the upstairs gate in the Security Control Room. 





east corner. Break through the wall using | ° — Unlocks: “Intensive Treatment (Extreme) | 
} the Explosive Gel to find Challenge. 
# ‘the Riddler Trophy. ‘ ih 





ae Enter the hallway leading south toward The 
= Green Mile, Use Detective Mode and the 
Explosive Gel to blast through the break- 
able wall on the left. 











‘This trophy isin acell on the west side of 
‘The Green Mile. Pick it up on your way back 
through the room after rescuing Warden Sharp. 
Unlocks: Character Trophy for Scarface. 





Search the western wing of the Main Cell 
Block for this one, The Riddler Trophy is in a 
cell along the south wall. 


4 |INTERVIEW TAPES 


Free the guards in the Guard Room and use 
Batclaw to yank the ventilation grate 

off the wall in the hall leading south. Crawl 
through the ductwork back to the Main Cell 
Block to find this Riddler Trophy. 





Grapple to the upper area of Controlled Ac- 
cess and use Detective Mode to find the row 
of structurally weak walls, Use the Explosive 
Gel on the left-hand wall and drop into the 
cell below. 


Use the Cryptographic Sequencer to dis- 
able the security locks on cell #8 in the 
upstairs control room of Extreme Incarcera- 
tion. This will open the door downstairs, 
allowing you access to the Riddler Trophy. 


Use the Ultra Batclaw and a Batarang to 
clear the Joker Toxin from the Guard Room 
and zip across the room using the Line 
Launcher. The Riddler Trophy is on the floor 
to the right in the upper room. 

Unlocks: “Invisible Predator (Extreme) 
Challenge. 


' Delve into the minds of the Arkham patients. You may learn a thing or two. 


WR 7SASZ: PATIENT INTERVIEW 
#1 NOVEMBER 4TH 





It's on the desk just inside the entrance 
to the Penitentiary from Arkham Island 
West. It's in the Cells Access room. 


WR TSAST: PATIENT $NTERVIEW 





Enter the Main Cell Block and grapple to 
the roof of a central cell, Proceed 







ramp to the guards area and locat 


Interview Tape on the desk to # 


WR TSASZ: PATIENT ANTERVIEW 
#7, NOVEMBER 22TH 











ervir 





“Tape is ona desk in the 
the south side of the Guard 






This room is off-limits until after 


s the two guards from Harley, 


WR TSASZ: PATIENT INTERVIEW #4, DECEMBER 12TH MR. ZSASZ CASE STUDY NOTES. DECEMBER 22ND 





This Interview Tape 
is ona desk in the 
corner office of 
Controlled Access 
Grapple to the 
room from the floor 


below. 














Climb the stairs on 
the left side of the 
hallway in Extreme 
Incarceration to 
reach the upstairs 
observation and 
control room. The 
Interview Tape is 
onthe desk 
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| Fpl 
| MYSTERY nes 
a 
i An item of such importance, you'd be a fool not 
to try and seek it out. Are you a fool? 


The Secrets Map is on a desk inside the lower office in the cex- 
ter of Extreme Incarceration, After locking up Hatley Quinn loop 


around the back passageway to the central room to find it 


| CHRONICLE OF ARKHAM 


5, 
nS ae 
| JOKER TEETH ps) 








| Give peace a chance by smashing 20 of these 
annoying chatterboxes. t 


ll 20 Joker Teeth can be found during your initial visit to the 
Penitentiary. The path through this rather linear facility is quite 
dizect. The only Joker Teeth that may go unfound are the two in 
the upstairs control room of Extreme Incarceration. Explore the 





ways and upper area of this room before leaving. The final 
three Joker Teeth come as a gift from Joker in Controlled Access 


on your way back from Extreme Incarceration. 





7 t 
| Locate and analyze these mysterious diaries. Even I cannot fathom who left them. 


You have no chance. 





Unlock Cell #5 in the Extreme 
Incarceration area using the 
Cryptographic Sequencer and use the 
Explosive Gel to blow through the back 
wall of the cell 


Use the Line Launcher to cross 

the electrified water in the narrow 
maintenance corridor behind the 
breakable wall in the Main Cell Block. 
The Chronicle of Arkham is out of sight 





Destroy the wall in the Guard Room and 
use the Ultra Batclaw to tear down the 
wall on the north side of the room. Use a 
Batarang to turn on the extraction fans, 
then jump down and use the Explosive 


to the right. Gel to reveal the Chronicle of Arkham 
behind the southern wall. 
j 
| RIDOLE 5 si : 
———— A 


7 ? 
| HOW DO YOU REFLECT ON YOUR SUCCESSES 
AND FAILURES, BATMAN? 


Enter the women’s restroom in the Cells Access area (loop 
around through 
the showers) 
and scan the 
large mirror on 


the western wall. 

















TWO PEOPLE, ONE VOICE, NO GUN? 


Grapple to the top of the cells in the Main Cell Block and~ 
proceed up the ramp toward the northern walkway, Locate the 
framed Tommy 
Gun on the wall 
and scan it. 
Unlocks: 
Character Bio for 
The Ventriloquist. 








A CASE OF MISTAKEN IDENTITY? 


After rescuing the warden in the Secumty Control Room, scan the 
prisoner behind the glass wall on the south ade of this room. 
Unlocks: Character Bio for Claytace. 





THIS ROOM IS THE END OF DAYS FOR EVEN 
THE MOST CELEBRATED KILLER. 


Proceed to the west wing of the Main Cell Block and locate the 
cell along the northern wall. Look for the one with the myriad 
calendar clippings tacked to the wall. 

Unlocks: Character Bio for Calendar Man. 





WHAT HAS FOUR WALLS, TWO SIDES, AND 
ONE EX-DA? 


Proceed halfway through the Controlled Access corridor and 
search for the cell on the right with the “Vote Dent” political 
poster. Step 
inside the cell 
and scan 

the wall. 
Unlocks: 
Character Bio 
for Two-Face. 

















ALL ALONE IN YOUR CELL? WHY DON’T 
YOU BREAK THE ICE WITH THE MOST 
DANGEROUS PRISONERS? 





Scan the ice-covered prisoner's cell in the Extreme 
Incarceration area after apprehending Harley Quinn. You don't 
need to open the doors or try to go inside, just scan it from the 
central floor. 

Unlocks: Character Bio for Mr. Freeze. 





WHEN IS SOMETHING RIGHT IN FRONT OF 
YOU, BUT STILL HIDDEN FROM YOU? 


Return to the Guard Room and use the Explosive Gel and Ultra 
Batclaw to reveal the extraction fan controls. Turn on the fans 
using a Batarang, then Line Launch across to the north. Turn 
around and use 
Detective Mode 
to line up the “?" 
to the south. 





PROMETHEUS, ARKHAM GUARDS’ MOST 
WANTED AND MOST HATED. 


Eliminate the Joker Toxin in the Guard Room, drop to the floor, 
and locate the bulletin board in the corner. Scan the wanted 
poster with Prometheus's face on it to solve the riddle. 


Unlocks: Character Bio for Prometheus. 







Pp She le 





you find all of these 
(oe car fully hidden trophies? 











*"Use Detective Mode and follow the electri- - 
cal cables north along the main floor to ea: 

the door leading to the Flooded Corridor. 

‘The Riddler Trophy is underneath the floor 

/ grates near the cables. 











Drop to the lowest level of the Botanical 
Glasshouse and use Detective Mode to 
locate the weakened wall on the west side 
of the room. Use the Explosive Gel to enter 


| 4 
Use the Cryptographic Sequencer to 
disable the security field inside the Glass-*r 
house Generator Room, then advance up 
the ramp to the control room. The Riddler 
Trophy is on the left-hand side. 










This Riddler Trophy is inside the ductwork 
leading west from the Flooded Corridor. 

Make a right at the first intersection and fol- > 
low the ventilation system to the dead-end. | 




















Drop to the floor in the northeast corner 
of the Abandoned Chamber and step into 
the water, Duck underneath the sewer arch 


beneath the floor to find this Riddler Trophy. 





Duck underneath the floor grate in the bot- 
tom of the Abandoned Chamber and crawl 
through the narrow opening to the center of 
the structure in the center. Exit through the 
opening to locate the Riddler Trophy atop 
the mesh floor, 


|| INTERVIEW TAPES 


alte rope mupparting the catwalk in te 
‘Abandoned Chamber and climb the pe- 
rimeter of the room in a counter-clockwise 
direction, Jump from the ledges to reach the 
Riddler Trophy on the ledge above the ext 





Use the Line Launcher in the Titan Produc- 
tion Facility to reach the Riddler Trophy on 
the ledge to the right of the ext 

Unlocks: Silent Knight (Extreme) Challenge. 





Return to the Flooded Corridor with the 
Line Launcher and use it to clear the lengthy 
gap in the floor leading to the Elizabeth 
Arkham Glasshouse. 

Unlocks: “Shock and Awe” Challenge. 





Reutmn to the Abandoned Chamber and 
climb to the uppermost central part, Use the 
Ultra Batclaw to tear down the breakable 
‘wall to the east, then use the Line Launcher 
to reach the Riddler Trophy. 


See 


| Delve into the minds of the Arkham patients. You may learn a thing or two. 


POISON WY: PATIENT INTERVIEW #41 NOVEMBER 12TH 


This Interview Tape 
is on the bench 
in the Glasshouse 


Entrance area. 


POISON {UY: PATIENT JNTERVIEW 
#43, NOVEMBER 15TH 





Defeat the thugs in the Glasshouse 
Generator Room to rescue Carl Todd, 
then pick up the Interview Tape on 
the electrical terminal in the center 


of the room, 





This Interview Tape 
is ona bench in the 
Statue Corridor, 
Grab it en route 

to the Glasshouse 


Generator Room. 


This tape is on a bench near the statue 


of Constance Arkham. It is in the room 
between the Flooded Corridor 
and Aviary. 


POISON AY: PATIENT SNTERVIEW #42 NOVEMBER 14TH 










This one is on a bench in the Aviary, 
right where the two orderlies are 


released from their cages. 



























An item of such importance, 
you'd be a fool not to try and 
seek it out. Are you a fool? 


Use the Cryptographic Sequencer to 
deactivate the security field inside the 
Glasshouse Generator Room and ad- 
vance up the ramp to the control booth. 
The Secrets Map is on a stack of bundled 


papers in the corner. 
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JOKER TEETH 





i 3 
i Give peace a chance by smashing 20 of these annoying 
chatterboxes. 


All 20 Joker Teeth can be found during your first visit to Botanical Gardens through nor- 
mal exploration. Six of the Joker Teeth don't appear until Batman's return trip through 
the facility to the exit. Three pairs are in the Flooded Corridor (near the door leading 
to Botanical Glasshouse) and the final three appear in the Glasshouse Entrance. Return 
to the water-soaked room in the Flooded Corridor from the Botanical Glasshouse if you 
don't see them after defeating the thugs guarding the exit. 


i Locate and analyze these mysterious diaries. Even I cannot 
fathom who left them. You have no chance. 


This Chronicle of Arkham is in the oe 
northwestern corner of the Abandoned 
Chamber. Leap from the waterfall to the 
central ledge and walk onto the fallen 
catwalk to the bricks in the middle. 
Shimmy around the side of the central 
structure and climb up. Run and leap toa 





hanging position on the northern wall and 
shimmy over to the left to find the item. 





Anumber of vines will burst through the ‘This Chronicle of Arkham is located in 
floor and walls as Batman attempts to the Titan Production Facility. Use the 
exit the Botanical Gardens. Drop into the Ultra Batclaw to rip down the wall, then 








hole in the floor near the vine to finda cross the void using the Line Launcher 


well hidden Chronicle of Arkham. to scan it. 


bed | 














IS THE NUMBER 
UP FORTHESE 
GUARDS? 


Investigate the two 
deceased security guards 





sitting on the park bench 
in the corner of the Glasshouse Entrance. Pay close attention to 
the tally scratched into the bench. 


WHAT TIME IS TEA TIME INWONDERLAND? 


Look for the tea set on the rocky ledge in the northwestern 
corner of the Botanical Glasshouse, The tea set is green and 
blends in with the surroundings. 

Unlocks: Character Bio for Mad Hatter. 





REMEMBER THE WAYNES? HOW COULD 
ANYONE FORGET? 


Proceed from Botanical Glasshouse to the Statue Corridor 
and zoom in on the dedication plate on the park bench. Scan 
the names of 
‘Thomas and 
Martha Wayne. 
Unlocks: 
Character Bio for 
Thomas & Martha 
Wayne. 


THE RATCATCHER NEEDED MORE THAN 
JUST HIS CHARM TO LEAD HIS ARMY. 


Enter the ventilation system in the Flooded Corridor and crawl 

through the ductwork to the grate overlooking a pair of gloves, 
amask,anda 
book. Scan these 

* items to solve 
the riddle. 
Unlocks: 
Character Bio for 
The Ratcatcher. 











THIS CHALLENGE CAN ONLY BE SEEN BY 
THOSE WITH A DIFFERENT VIEW ON LIFE. 


Leap across the waterfall in the Abandoned Chamber to the 
central ledge and proceed around the corner onto the lowered 
catwalk. Go about halfway across the catwalk, then climb into 
a hanging position on the central brick tower. Shimmy around 
the side and climb up. Approach the edge while in Detective 
Mode and line 
up the left half of 
the "?” with the 
small curly part 
on the walkway 
far below. 





LOOKS LIKE ALL THE KING’S HORSES 
TRAMPLED ALL THE KING’S MEN. 


Enter the Flooded Corridor via the ductwork leading from 
Abandoned Chamber and head south toward the blockade. 
Inspect the pile of toy 
dolls on the bench in the 


corner of the hallway. 





IS THIS ATRIBUTE TO WHAT A MAD DOG 
LEFT BEHIND? 


Continue through the Flooded Corridor to the east and stop to 
inspect the beheaded statue. Zoom in on the nameplate on the 
base of the statue to scan 
the name “Mad Dog” 


scrawled across it. 


THERE’S NO CLOSET IN THE GARDENS, SO 
SOMEONE IS USING THE ROOF INSTEAD. 


Crawl through the ventilation grate near the southern entrance 
to the Aviary and climb through the narrow passage to the 
second section of ductwork, Exit onto a tiny ledge in the 
southwest corner of the Aviary and locate the skeleton in the 
web to the left. Zoom in 
on this skeleton and scan 
it to solve the riddle. 
Unlocks: Character Bio for 
Killer Moth. 



































Deciphered Meseages 


MESSAGE #1 


Iam the spirit of Amadeus Arkham. Through my actions, I 
have saved this cursed city though my own curse is to forever 
remain in the shadows. My story is carved into the very soul of 
Arkham and will only be revealed to those dedicated enough 
todiscover it. 


MESSAGE #2 


My family's blood ran through the heart of Gotham, We were 
doctors, politicians and teachers; we have been the organ 

cleaning the arterial filth from the city, We have been its ser- 
vants giving all to protect it. And still it has chosen to hurt us. 


NUESSAGE #3 


As Gotham's veins slowly filled with pain and suffering, the 

effects were felt everywhere. My father fell first, infected by 

some foul disease; my mother lived on but only ina dream. 

Treturned to the family home to care for her, where she 

remained in her bed for as long as her body continued to 
“Sibreathe. Her tears kept me awake at night. 


MESSAGE #4 


My journey lasted little over a month. Visiting academics in 
both Metropolis and Keystone, Iwas exposed to a wealth of new 
ideas. began my day returning home in good spirits, eager to 
see my wife and family. I ended it kneeling in their blood, bro- 
ken fragments of my life pouring through dripping red Singers. 


Ireturned to my work but I could not shake the pittures fom 
my mind. I should have been repulsed, but Iwas moze eager 
than ever to find an explanation for why someone would do this. 


MESSAGE #6 


‘Thay brolght he anja etors iis moana 
like a mad dog. For what felt like Gays, lendazed iis Boasts. He 
took pleasure recounting his actions, catslocsis Ss Ge = 
crimes.’ What should have been revenge =aed (9 55 : 


oe as is ba br eats 
“Re mexesyes are uncovered in seer order, regardless of 


poor dog needed my help, a = Sey accepted We'll make 4 good team. 





each Chronicle of trkhan mességes 
the order you find them in the gare, 


MESSAGE #7 
The island changed little over the years. Its reputation was in 


tatters, but I vowed to fix it. As the buildings were rebuilt I saw 
the future, a bright wonderful future. 


MESSAGE #8 


New brick, metal and paint covered old wounds, Fresh blood 
was injected into the body, Bright new minds came and all 
swore to uphold our promises, We all knew we were the ones 
to fix this city. And the city would thank us. 


MESSAGE #9 


My family’s killer stood in front of me. Years of therapy have 
deemed him sane. I was proud to see him walk free. In exchange 
for his liberty, the state required only a signature. He talked about 
wanting to walk in a park, how he longed to feel fresh air on his 
face, and then he took my father's fountain pen and killed my 
secretary. As he was subdued, he screamed out, pleading for 
forgiveness, for pity, but Ihad none. watched as the guards beat 
him to a stain on the floor. 


MESSAGE #10 


Spring was a turning point, a new beginning, a glorious 
realization of my true destiny. My family’s killer perished in 
an unfortunate accident, These animals cannot be cured. Like 
dogs, they only respond to discipline, And if that fails, then I 
was afraid that these accidents would have to continue. 


MESSAGE #11 


Ttook a walk around my island. I passed by the penitentiary 
and felt nauseous at the thought of the filth it contained, looked 
out over the Gotham Bay and in the distance I saw lights, no 
doubt boats bringing more filthy degenerates to my city. I 
swore again to protect her from this darkness. 


MESSAGE #12 


lazgued with the latest group of young, eagér doctors. They 
Bored me with theories and ideas, proving that they had no 
Scories on how to cure these animals, Only one shared my 
“sion J offered her the chance joaxplarstierdeer. She 





























‘The Gotham police Gragged a new patient to the island. They 
said he was responsible for the disappearance of hindreds of 
the City’s vagrants. As Hooked at his disgusting body, all scales 
and teeth, my mind ram free, dreaming of delicious punishments 


to break this monster. Dc gathered around. poking it,exam- 
ining, butonly new what woul ete him once an fra 
MESSAGE #14 <= 

= 





‘The beast was too strong His animal savagery nearly cost me 
my life. Ttookemy frustrations out on alone patient. His case 
notes suggested he was a paranoid schizophrenic. His pleas 
as beat him to death suggested much more. His confessions 
were illuminating. My path was clear. 


MESSAGE #15 
Every day I found the patients more distracting. Their insane 
mutterings and constant twitching disgusted me. There was 
only one way to cure this evil, only one way to purify the city 
and ensure its future. I needed to prepare myself. I needed to 
be ready, 


MESSAGE #16 


Thad a sudden pang of conscience. I sought counsel from my 
priest on the choices I had made. I asked him if it was a sin to 
kill in order to save a life. The holy man said all life was sacred, 
but a judgment would not be upon my soul if] acted to save 
another, I left the confessional with my soul uplifted, convinced 
more than ever I am doing a service not only to mankind, but 
to God as well. 


MESSAGE #17 


I watched in silence as he brought in the woman. Her skin now 
a venomous green, the wanton creature no longer looked like 
a human being, much less a woman. The Bible says, "Suffer not 
a witch to live,” yet he has once again delivered this female 
atrocity to our care, Once I have dealt with the monster, I think 
it will be time to see if green wood does, in fact, burn. 


MESSAGE #18 


Sitting in the darkness outside of his cell, I watched the crazed 
twitching; listened to the disgusting words that came from 
his mouth, How can I let a dirty animal like this live? He is the 
cancer I have sworn to protect the city from, 


MESSAGE #19 

Curse me for a fool. How could I not see it until now? The mon- 
ster had a confederate! I hid in the darkness near his cell and 
saw with my own eyes one of the doctors whispering to him. 
She looked at him through the transparent barrier with tender- 
ness, with, dare I say, desire. My skin crawled with revulsion 

as she kissed the glass. Fighting the urge to dash the woman's 
head through the glass, I let her continue; the damnable clown 





might have shared secrets with her that would be useful once 


the mad dog has been executed. I'm sure the woman will 
reveal what she Inows t¢ me. if not willingly, then certainly 
under electronic persuasion, After that, a lobotomy, I think. Un- 
fortunate for one so young, but her lust has put the reputation 
of Arkham at stake. Yes. A lobotomy, the very thing. There is no 
other way to ensure her silence in this regrettable matter. 























INTRODUCTION 
serosse 

WESSAGE #20 eae 
i peeanteave 
Yet again I found myself watching him. No one can provide a yatersnoUGH 


cure. He laughs in the face of those who try. Amadeus would yc smpumscnauumor 

not have let him live and neither should I. One last sip of co- 

grand ray er 
CHALENGEMODE 


MASSAGE #21 


He watched as I entered the cell. He smiled as showed him 
the knife. I told him how I will use it. How I will cleanse this city. 
And then terror, I was paralyzed. I struggled. I screamed, but I 
was silent. The monster looked at me, expressionless. He ran 
my blade slowly across my forehead; a smile cracked across 
his horrible porcelain face and I heard the filth fall from his 
mouth, He laughed and called me that horrible name. 


MESSAGE #22 


It must have been Crane, another one who doesn’t deserve to 

live, Why do these people thrive on chaos? Joker in particular 

desired anarchy and, since his escape, will no doubt wreak it 

upon my city. I feel this is the end for my diary. Joker will be il 
recaptured, my story will be told. 1 am not afraid, If Arkham , 
becomes my cell, then I will know I did my best. I will be + 
remembered, 


MASSAGE #23 i 


Iam the spirit of Amadeus Arkham, Even though Amadeus ' 
has long since passed, his spirit lives on, surviving, moving 
through the walls of his asylum. When it chose me, I felt proud. 
Iwas honored to continue his work. To cleanse this city. If you 
are strong-willed enough to follow my tales, you are strong- 
minded enough to deduce my identity. Come and find me, 
friend. Together we will save Gotham. 


MESSAGE #24 : 











Welome ta. ChalleAge Mode! 
Ths extra gameplay mode ‘s, 
unlocked by completing various 


Riddler's Challenges. T's mode. 


Provides players with @ chance 
to practice their skills, earn 
Ach‘evements/ Trophies. and 
post to onkine leaderboards, 
The Challenges come im two | 
varieties: combat and predator, 


Combat Challenges pit Batman 


(nm an enclosed arena against ~~ 
four waves of enemies, Preda- 


* tor-Challenges task Batman 


swith “eliminating. armed gun 


men as fast. as possible while | 


meeting’ specitic takedown 





have acquired all of the ava, 


requirements ta earn. medals, 
Combat Challenges cam defi'- 

nitely smprove your reflexes 

and your overall understand- 
ing of the battle system, but 
we recommend holding off on 
Predator Challenges until’ yau 


able gadgets and erste in 
the game, 


Sa et There 































_ CHALLENGES” 


Combat Challenges consist of four rounds of 
progressively tougher and more aggressive foes. . 
After each round, Batman will regain a small 
amount of health. Medals are based on points 
earned through combat and you must survive all 
four rounds to earn a medal. , 


ae 


You eatti points similar to the XP earned in Story 
Mode. The big difference is that the variation bo- 
nus that can be earned after each round is much 
larger. The only way to earn the maximum med- 
als is to take advantage of the early rounds to get 
the Dark Knight Bonus and attain a high variation 
bonus. Build up large combos and utilize higher + 
point!value moves such as a Ground Takedown 
or Special Combo Takedown. 


s ‘ 
VARIATION BONUSES 





aoa : 
250 : 
800 
1000 
2000 
3600. a3 
6000999 et) 





\ 


‘ 
Dark Knight Bonus: Take no dam- 
age during a round (500 points), 


® Perfect Dark Knight Bonus:Take 

rs A no damage during an entire com- | 

bat challenge (8000.points), © - 
Flawless FreeFlow Combo: a < 
; Combo an éntire round, starting 

|. withitheirst strike (1000 points). 
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"INTENSIVE TREATMENT 
‘ ® How to Unlock: Destroy 5 Joker Teeth in Intensive Treatment. 


® ‘Setting: Holding Cells, Intensive Treatment 


- SCORING 
= REQUIREMENTS 


MEDALS 





SCORE vat 








ws, Four waves of henchmen come to fight Batman in the Holding Cells area, Each wave has increasingly more enemies, but none 
of the enemies in the first two waves have weapons. Thugs in the final two waves wield pipes, but none make a break for the gun 
cabinet, Beware of the security gates near the cells, as they will stun Batman and leave him vulnerable to incoming attacks. Simi- 
larly, try to avoid throwing enemies into the force field to avoid prematurely Imocking them out—you want them to keep getting 
up tohelp build the combo! 


s It's quite possible to avoid taking damage in this challenge, so try to make that 8000 point Dark Knight bonus a top priority. You 
{ : can build high combos in the first two rounds even against fewer enemies, but avoid throwing the Batarangs when there are less 
© 5) enemies standing, as this makes it more difficult to keep the combo alive. Throw two quick strikes and then Counter a nearby 

enemy at the start of the fourth wave to get the combo going. 


8x 25 - Throw 
SCORE: 107s 
bi 














SEWER BAT 


® How to Unlock: Find the Riddler Trophy in the Main Sewer Junction in C: 





® ‘Setting: Old Sewer, Caves % 


BEAT THE Many of the waves in this combat challenge contain a High- 
BRADYGAMES Security Henchman, who will really test your ability to plan 
GAMERS! ahead while maintaining a combo, Cape Stuns count toward the 
variation bonus and can be used to further a combo, but make 
sure you don’t accidentally stun the wrong enemy. Additionally, 
some of the enemies will attempt to rip pipes off the walls to gain 
an impromptu weapon—these enemies are prime candidates for 
a quick-throw Batarang or Batclaw attack. nt. 








Start the combo in each round by punching the enemy straight ahead twice, then Countering the likely attack coming from the 
\ side. Use a Cape Stun to daze the High-Security Henchman and combo him quickly, as it's best to dismiss this foe right away. Use™ 
Critical Strikes to close the gap on enemies as they get spread out and make their move for the pipes on the wall. Going the dis- 
tance without being hit takes plenty of practice, but it's difficult to get the third medal without the big Dark Knight Bonus. . * te 


‘ee 





SHOCK AND AWE | 


® How to Unlock: Pick up the Riddler Trophy in thé Flooded Corridor of Botanical Gardens. 


® Setting: Extreme Incarceration, Penitentiary 





SCORING a Arguably the most difficult of all the normal combat challenges, Shock and Awe forces Batman 
REQUIREMENTS to contend with knife-wielding High-Security Henchmen, thugs with Stun Batons, and even elec- 
tified floors! In addition, the final round features Zsasz! Fortunately, the floor's electricity only 









triggers once the round timer reaches zero and there's more than enough time to complete each _j/ ” 
round, And as for Zsasz, he's really just a scarier looking version of a High-Security Henchman.-i@ °¥ ” A 4 


It's tough to achieve the Perfect Dark Knight bonus in this challenge because of the sheer 
number of enemies and the task of having to Cape Stun and redirect so many with weapons. I's 
also difficult to keep the combo going for an entire round. Take advantage of the first two rounds |, 
to score as many points as possible to get the bonuses. Use the Special Combo Throw to toss 
enemies over the railing for a Ring Out attack and remember that the Special Combo Takedown 
is an unblockable attack—use it against thugs with knives and Stun Batons for a quick takedown. 





























4 “® x How to Unlock: Get we Riddler Trophy in the Main Sewer yancyon of Caves. 


> Setting: Titan Production city, Botanical Gardens ‘ oe 





‘ 


This is a fun cémbat challenge thanks to the large open space in which to brawl, the relative lack 
of Stun Batons, and the fact that the final round contains a Venom Henchman! Get off to a good 
start by focusing on the High-Security Henchman in the first round when beginning your combo, 
then work in as many attack variations as possible for a maximum bonus, Keep the combos going 
through the second and third rounds to build your score up over 20,000 points before the final 
round, You can accomplish this by spreading the enemies out by using Special Combo Throws 


and Combo Batarangs « andi then employing the Ground Takedown maneuver <a big points! 





Ft a its quite tricky fo achieve a Dark Knight bonus in the final yond due in partto the number of en- | 
die seal ~ © emies you have to fight while dodging the Venom Henchman. Try luring the beast into groups of 
ce j enemies for Collateral Damage points, then hit him with the Batarang to stun him. Start a combo 
t by striking the Venom Henchman over and over and then hop onto his back and smack around 
the various thugs to keep the combo going, Batman will eventually get tossed off the Venom 
Henchman's back. When this occurs, perform a Cape Stun, Dodge, or another attack to squeeze 
ina few different attacks to claim a variation borus atthe end of the round. , 

















> How to Unidéle ‘ind the, aguas isp in the Security Control Room at Penitentiary. * 
7 4 é | : 
‘The Extreme version of the original combat challenge features 
fi mfbre enemies, the occasional High-Security Henéhman in 
SCORING BEAT THE sia pti ganda, aaa atiariian tarate at Teeiiig to pry open 
REQUIREMENTS BRADYGAMES the’gun cabinet. Build up 4 high score in the first round where 
* GAMERS! the enemies are less aggressive, since things get much tougher ._ 
in the following rounds. Listen closely for the alarm that signals ~ 
an enemy trying to break into the gun cabinet and immediately 
swing a Critical Strike in that directiorr throw a Batarang or 
Batclaw toward the culprit. It's important to stop the enemies from 
- 3 opening the cabinet, as it's quite shocking how fast the rest of the 
. thugs can arm fesschiea with an open gun case: ZsAsz will appear in the fourtH round, but he fights like the other High-Security 
; Henchman. Perform a Cape Stun against him and et him up for a combo, Batman can make quick work of his foes by throwing 
pit) them into tid energy gate itnecessary. 


® Setting: Holding Cells, Intensive Treatment 


























SEWER BAT [EXTREME] 


® How to Unlock: Find the RiddlerTrophy in Maintenance Access in Intensive Treatment. 


ds 


® Setting: Old Sewer, Caves 


SCORING BEAT THE This extreme challenge is difficult to survive due to the extraordi- 
BRADYGAMES nary number ofenemies who attempt to surround Batman in the 
GAMERS! final round. It is very difficult to avoid the inevitable gunfire and 
many others will repeatedly toss security boxes. We can't stress 
enough how important it isto use Batman's Cape Stun and Dodge 
abilities during the third and fourth rounds. Stay near the south end 
of the sewer to be in better position to keep enemies from the gun 
cabinets. This position also allows you to score several Ring Outs. 






Use the quick-throw Batarang to knock down enemies with guns and make rapid Dodge maneuvers whenever surrounded. 
Chances are good that you'll score enough points to earn the third medal if you manage to survive, especially if you snag a 30x 
combo in the second or third round, Batman will get some of his health back after each round, but you'll need at least two-thirds of 
his health bar full at the start of the fourth round to have a good chance of surviving the battle. 








SHOCK AND AWE EXTREME} 


® How to Unlock: Find the Riddler Trophy in the Secure Access area of the Medical Facility basement. 


® Setting: Extreme Incarceration, Penitentiary 


SCORING This is by far the most difficult combat challenge in the game thanks to the short amount of 
REQUIREMENTS time that is required to defeat the enemies before the electrified floors activate. And don't think 
7 5EL: about climbing the railing to another section of floor—all three become electrified at once! 





Each round features High-Security Henchmen, as well as those with Stun Batons and the fourth 
round—for those who make it that far—also features Zsasz! 


Don't get too fancy during this challenge, as time is definitely not on your side. Build up a combo 
and use Special Combo Throws to get as many Ring Outs as possible. Enemies will often climb 
the railing to break open the gun cabinet on one of the upper levels, but they won't open fire 
until returning to the lower battle area, Use the Batclaw to yank them away from the gun cabinet, 
or focus on the other enemies and use a Critical Strike to knock out a gun-toting baddie as soon 
as he clambers back over the railing to rejoin the fight. 
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aes RUMBLE IN THE JUNGLE [EXTREME] 


® How to Unlock: Find the Riddler Trophy in the ceiling inside Croc’s Lair. 
® Setting: Titan Production Facility, Botanical Gardens 


' SCORING Do everything possible to keep your health meter full during the first two rounds, as things get 
mighty tough in the third round. There is a big opportunity for points in the second round when 
a Titan Henchman joins the fray—stun him with a Batarang and link a combo with nearby en- 
emies and strikes on the Titan Henchman to down him, With any luck, you'll leap onto his back 
with a multiplier of x8, witha chance to increase it to x25! Keep the combo going after being 
thrown off by performing a few quick Dodges, Cape Stuns, and a Batarang toss, 

















The third round is dominated by armed enemies and it is occasionally tough to determine which 
ones have Stun Batons and which have knives—when in doubt, perform a Cape Stun and then 
Dodge over everyone! The fourth round contains two Titan Henchmen, Stay on the move and use 
Batarangs to stun them both before going for a ride on the beast. Focus on knocking the armed 
henchman around, as it's easier to deal with two Titan Henchmen than it is a half-dozen, kmife- 
wielding psychopaths! 


Vill ah gf yhhog fz 


PREDATOR CHALLENGES ” 


Predator challenges require stealth, whereas combat challenges involve brawn. Each enemy in these challenges is armed and 
the Joker has given them orders to shoot to kill! Although it's possible to get through the environment swiftly using Glide Kicks, 
Batarangs, and Ground Takedowns, we want to show you how to earn each medal. After all, the mark of a true predator is scoring a 
fast time while earning all three medals in a given challenge! 


SILENT KNIGHT 


® How to Unlock: Find the Riddler Trophy in Experimental Chamber at Medical Facility. 









® Setting: Sanatorium, Medical Facility 


1 ‘ * 


There are six armed henchmen in the 
Sanatorium. Quickly grapple to a gar- 
goyle above the office in the northeast 
corner of the room and spray Explosive 
Gel on the breakable ceiling below. Line 
Launch to the southeast corner and spray 
another batch of Explosive Gel on the 
wall near the two gunmen. Return to the 
gargoyles and detonate the Explosive 
Gel to take down three foes. 


Use the Multi-Batarang to down two or 
three of the remaining enemies and 
swoop infor a couple of quick Ground 
Takedowns. Retreat to some cover (be- 
hind a wall or ona gargoyle) and look 
for an opportunity to get the Silent Take- 
down needed to earn the third medal. 


























‘THE RIDDLER'S 
CHALLENGE 


RECORD BREAKER 


® How to Unlock: Find the Riddler Trophy in the Warden's Office at Arkham Mansion. 


seu oF aneat 547 





® setting: Arkham Records Room, Arkham Mansion 


SCORING REQUIREMENTS 





Round the Bend 


Corner takedown 


There are six armed henchman in the Arkham Records Room and the medal require- 
ments necessitate yanking a couple of them off the balconies. Start the challenge 

by grappling into a hanging position on the walkway to the left and waiting for the 
nearest enemy to walk by, Press the Counter Button to pull him over the ledge for the 
first medal. Flee to the gargoyles and look for an opportunity to take out one or two 
more using Batarangs, Ground Takedowns, and Glide Kicks. - 


Hide on the side of the filing cabinets and wait for an enemy to walk by to perform 
the Corner Takedown. Don't worry about being seen—Batman can even perform 
the Corner Takedown on the trailing member of a pair with little risk of being seen. 
Save the noisy Batclaw attack for last. Wait until just one enemy remains, then use 
the Sonic Batarang to lure him onto a walkway. Stand across from him on the other 
walkway and use the Batclaw to yank him over the ledge for the final medal. 





SURVIVAL TACTICS 


® How to Unlock: Get the Riddler Trophy in Croc’s Lair at the Caves. ne | 


® Setting: Intensive Treatment Lobby, Intensive Treatment 


SCORING REQUIREMENTS / 


doth ine Strela rat rte ee er 





Break Your Fall 





There are six armed henchman patrolling the multi-level Intensive Treatment 
Lobby, but there are plenty of places to hide. Begin the challenge by grappling to a 
gargoyle on the east side of the room, then drop into a hanging position. Wait for the 
nearest henchman to stroll by and perform an Inverted Takedown for the first medal. 
Quickly move to the office's glass roof and wait for a lone enemy to walk underneath. 
Drop through the glass to take him down. s* 

Pp ig! g in +7 , “'t,. 


The final medal requires that you drop onto an enemy from above. Use Silent Take- 
downs and other methods to eliminate the excess enemies to leave just one foe, f i 
He'll be terrified and will likely start firing his gun at shadows, so stay out of sight. 

Move to the top of the office and use the Sonic Batarang to lure him into the office. 

Drop from the roof onto him as he exits through one of the doors for the final medal. 
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INVISIBLE PREDATOR 


® How to Unlock: Find the Riddler Trophy behind the 
wall in Arkham Island West. . 


® Setting: Control Room, Caves 


SCORING REQUIREMENTS 























The Control Room contains eight armed henchmen with two strategi- 
cally positioned inside the main office to the right. The other foes are 
patrolling the various walkways and maintenance halls. The Crowd. 
Control medal can be hard to achieve because it requires luring 
three enemies to a single spot—focus on earning this medal before 
thinning the enemy ranks! Line Launch to the ledge to the far left and 
locate the breakable wall in the upper portion of the central walkway. 
Spray Explosive Gel on the rear of it to ensure that it blasts forward 
onto the walkway when triggered. Return to the gargoyles and wait 
for multiple enemies to approach the central platform and then throw 
the Sonic Batarang at the breakable wall to lure them over. Detonate 

4 > the Explosive Gel as soon as three of them are within the blast area. 


parane ae 





Atleast two of the enemies will perform laps around the area using the 
“-** amp in the center and the ladder on the left below the ledge. Spray 
Explosive Gel on the floor at the base of the ladder to guarantee a 

% second medal, then head into the nearby floor grate. Wait for an enemy 

‘ to walk past one of the grates (there are three grates to use) and jump 

*  outbehind him and take him down. This will net you the three medals. 
— Take down the final two enemies in the Control Room office by yanking 
the floor out from under them using the Ultra Batclaw. 
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SILENT KNIGHT [EXTREME] - 


& aa to Unlock: Find the Riddler Trophy in the Titan Production Facility at Botanical Gardens. ea 





® Setting: Sanatorium, Medical Facility 





SCORING REQUIREMENTS 





As if the medal requirements didn't make this challenge tough enough, Batman must 
contend with booby-trapped gargoyles. For that reason alone, it's best to avoid the 
gargoyles unless in a pinch; instead, rely on the maintenance shafts, floor tunnels, 
and ventilation ductwork to avoid detection. Begin the challenge as you did the first 
Silent Knight challenge—use Explosive Gel to take out the henchman positioned 
underneath the office's breakable ceiling and the other henchman near the wall in 
the opposite corner. Move to the lower level and spray more Explosive Gel on the 
back side of the wall near the maintenance shaft. Remember that you must take out 
three henchmen with three different walls to get the medal. Use a Sonic Batarang to 
lure an enemy toward it to get the Three for Three medal. 








Grapple to a gargoyle or ledge directly above a nearby enemy and quickly swoop 
down for the Glide Kick and Ground Takedown. Now it's time for the Line Launch 
kick, Since Batman's Line Launcher can pierce a plate glass window, head to the of- 
fice with the breakable ceiling, Use a Sonic Batarang to lead some enemies into the 
room and then use the Line Launcher from outside the office to smash through the 
glass and kick them on your way in, You'll probably get attacked by nearby enemies 
if several enemies remain, but it's worth it to score the third medal! 


RECORD BREAKER [EXTREME] 


® How to Unlock: Find the Riddler Trophy on the tiny northeastern island outside Caves. 


© ‘Setting: Arkham Records Room, Arkham Mansion 


Si ORING REQUIREMENTS 





' Chain Reaction Line Launch two enemies in one move 
i Three i ina Row Hit three enemies with Remote Control 
Bataran 






Sonic Boom Detonate Sonic Shock Batarang and take out 
‘one enemy 





The gargoyles are booby-trapped again, which really limits Batman's mobility in the 
Arkham Records Room, but there is another option. Grapple to the top of the central 
tower of filing cabinets and use the Line Launcher to zip from one end of the room to the 
other. Drop from the Line Launcher onto the stacks of filing cabinets in the center of the 
room on either end to avoid detection. This should provide a clean view of the area and 
a chance to use the Remote Control Batarang and Sonic Batarang to their full potential. 


Begin the challenge by grappling into a hanging position on the left and perform a 
Ledge Grab to throw the nearest enemy onto the ground, Quickly grapple to the central 
cabinets and Line Launch to the far end of the room as the enemies come to inspect the 
first victim. This will create the perfect opportunity to take down three enemies using 
the Remote Control Batarang! Wait for the enemies to get back up and throw the Sonic 

‘ Batarang at them. Next, allow them to get close and then detonate it for the next medal. 

n% Eliminate all but two or three enemies and lure them onto the walkways by triggering 

a gargoyle explosion or throwing Batarangs at the walkway. Get on the other side and 
‘ i Line Launch at them once theyre on the walkway to garner the third medal, 
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SURVIVAL TACTICS [EXTREME] * i 


® How to Unlock: Find the Riddler Trophy inside the East Wing Corridor of Arkham Mansion. % \ 





® Setting: Intensive Treatment Lobby, Intensive Treatment ‘ 4 P 


SCORING REQUIREMENTS 
5 eee eee EAT 










Pape beteayg it ae 
Line Launch kick off walkway 
a 


_Punch an 









Grapple to the top of the office in the center and use a Sonic Batarang to lure the 
enemies toward the lift and ladder on the south side of the room, where you begin. , 
This provides the perfect opportunity to line up three foes with the Multi-Batarang, 
Detonate a Sonic Batarang near them once they get up to eliminate them. Take out 

two more enemies with Silent Takedowns or drop through the glass of the office. < 
Ideally, you want to leave just two foes for the final two medals. 4 
Use Detective Mode to determine the location of the remaining enemies and wait for, 
one to get separated. Run up behind him and punch him in the head for one of the 
medals. Go ahead and finish him off with a series of attacks and a Ground Takedown, 
The Intensive Treatment Lobby doesn't have many places to Line Launch an enemy 
off a walkway, so set up shop near the bridges that lead to the office and watch for 
the henchman to head in that direction. Use Batarangs or smash through the glass * . . 
ceiling to draw him in that direction, then Line Launch him off the eleva He must + « 

be knocked off the walkway to get the medal. ’ ina t 





INVISIBLE PREDATOR [EXTREME] - We Rae SS tae © Pt ; {| 


, 
® How to Unlock: Find the Riddler Trophy in the Guard Room of the Penitentiary. ‘ Ai AY 


on . 
® setting: Control Room, Caves 7 ‘ f ‘ \ Ne 


<= pe SCORING REQUIREMENTS 







* Two for the Price of One 











Shock Tactics 


Ultra Batclaw 


Although there are eight enemies in the challenge, two of the medals require eliminat- 
ing five of them so there isn't much margin for error. Fortunately, we've devised a virtu- 
ally foolproof way to earn all three medals in record time—and it even leaves an extra 
enemy at the end just in case the takedown doesn't go according to plan, a 


Use the Line Launcher to reach the left-hand ledge. Turn and hit the guard on the i 
central walkway with the Sonic Batarang—a direct hit will trigger the Shock Bat- { 
arang, thereby alerting the other thugs. Stand on the far right-hand side of the ledge ‘ 
and wait for three enemies to approach the fallen henchman, then use the Ultra 
Batclaw to yank them over the railing, Quickly duck into the ventilation system to 
the left and crawl to the far end of the Control Room while the other two foes inspect ' 
the bodies. Use the Ultra Batclaw to pull the floor out from under the two guards in 
the Control Room office. Now retreat through the ventilation system to the center. 
Surprise a thug from the front and take him down. We recommend using the Batclaw 
to pull him toward Batman's position before trying the takedown. 
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“Ws section of the guide contains 
detailed. tips om how to earn every 


Batman: trkham rsylum contans @ 


total of 47 Achevements (Xbox 560) J 


and Trophies (P53), Unlock these 
bonuses by completing the main story, 
solving Riddler Challenges, and master- 
ing the art of combat and stealth in 
Challenge Mode. 


bonus ‘n Yhe game! One of the best 
ene a trait then ite) ney thraum 
he Story Mode once, being as thorous> | 
& posh, without dong any unneces- | 
say baltracking, Ts val beep the 
Bary mains, Once you reach the end. 


of Be game, then you can search for 
De remsining Riddler Challenges. Ts 

Hou trace only the Challenge Mode 

ermers/ Trophies, which you can 

fees oe without worrying about your 
wares Story Mode, 


SPOILER WARNING! 


g 19 Achievements/Trophies are unlocked through normal 
progression. Follow along with the walkthrough to earn 
muses. 


nts/Trophies in this section are related to the game's story, which means they may contain 
> the next category or risk learning a bit more about the story than you may otherwise want to 


URSELF WARNED!!! 
















Take down Zsasz 
Grapple to the gargoyles to get behind Zsaae without being spotted, 
then Glide Kick the lunaticin the back. Perform a Ground Takedown 
to knock him out and unlock this bonus, Or, you can glide down 
behind him and perform a Silent Takedown to get the same result. 


LAE NO MAN BEAR 
om 


Rescue the guards ‘and henehman from the Joker Toxin in 
Decontamination. 








Glide from the upper platform to the platform opposite the control 
point and locate the Blackgate convict at the rear of the room (after 
you save the two guards). You can let him fall into the toxin and die, 
but that won't unlock the bonus. Hoist the prisoner up to save him 
and earn this bonus, 








Survive the onslaught from the deformed Joker henchman. 
Defeat the Venom Henchman by jeadingit it into a wall three times, 
unleashing a short combination of attacks while it's dazed. The 
Venom Henchman won't be able to withstand the third wall-slam 
and the bonus will be yours. Although it's not necessary, you can 
gain an advantage by stunning the beast with a Batarang as it 
charges forward, 








Solve the Riddler’ riddle about Warden Sharp's portrait and exit the 
Intensive Treatment facility through the Utility Corridor. Stand atop 
the cliff overlooking the Arkham Mansion to unlock this bonus. 


om 


Save all the doctors in Medical. 

Simply rescue Dr. Young, Dr. Kellerman, and Dr. 
three wings of the Medical Facility to unlock this bor 
do this in order to gain access to the lower & 
outlined in Part 3 of the walkthrough portion of th: 
specifit details, 














trickiest part during this run-in with Scarecrow inv 
Explosive Gel to blast through the wall that blocks 
the Explosive Gel on the wall, return to cover, and then 
it, Scarecrow will look toward the wall, then around to the left-hand 

side of your hiding place, As soon as he does this, start sprinting 

and don't stop. Run and jump to the Bat-Signal andshine it onhim! 





Defeat Bane in the Boiler Room by stunning him three times and then 
yanking out the hoses supplying the Venom to his system. There are two 
waves of Blackgate convicts to fight during the struggle with Bane. Si 
ply keep one eye on Bane and the other on the thugs to accomplish this 
task. Stun Bane with Batarangs as he dashes forward, then attack aft 
slams into the wall. Stay on the move and focus on the Blackgate convicts 
when they are present, Try to keep them between Batman and Bane to 
force him to stampede over them. 









Eliminate the four snipers and enter Arkham Mansion. The main 
entrance is blocked, so use the Batclaw to enter via the ventilation 
above the ledge where two snipers were located. The first two 
snipers are on the guard towers near the entrance from Arkham 
North; sneak up behind them to perform Silent Takedowns, Use the 
Remote Control Batarang to fell the other two, then rush forward and 
use Ground Takedowns. * 





Face your biggest fears and keep your sanity. 
This one takes place in Arkham Mansion. Use the Batclaw early 
in the encounter to pull the containers off the ledge for cover 
must defeat two waves of skeletons during the challenge, bu 
put up little fight. The most difficult part is timing the final run 
Bat-Signal. Scarecrow will not spot Batman when he leaps pas: = 
pendulum, so stay in cover closest to his position until he swin 
his gaze to the right, then sprint for the foreground. After that, mai= 
your move as his stare passes from right to left across the screex. 
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comes into view. igen in Corner Cover until he pokes his heat om 
from behind Dr. Young, then throw a Batarang to down him coca 
for all! 




























Capture and lock &p Harley Quinn. 





Follow Harley through the Penitentiary to the northeastern corner Beat down all 20 of the Joker's henchmen waiting at the Visitor # 
and defeat Joker's henchmen in Extreme Incarceration. Avoid the Center, They won't throw the first punch, so you must take matters 
electrified floors during the battle and knock out every enemy to into your own hands to unlock this bonus, Don't forget to take out the 
flush Harley out of me AA four foes standing outside before going inside. 


Defeat two Titan Henchmen at once. 








feat the win Titan Henchmen in the Titan Production Facility. Play through Story Mode on Easy Difficulty and defeat Titan Joker to 
Jaze them with Batarangs when they charge toward Batman, then unlock this bonus. 
dodge out of the way to make them run into the wall. Unleash a . 


combo attack to drop them to a knee, then hop onto one’s back and 
use one Titan Henchman to beat up the other! 





Complete Story Mode on Normal Difficulty, 





Navigate the third and final nightmare and defeat the waves of Play through Story Mode on the default difficulty setting and defeat 
Skeletons and Titan Skeleton at the conclusion to best the Scarecrow Titan Joker to unlock this bonus, Unlocking "Bigger Bang” also 

once and for all. The Scarecrow will throw everything he has at Bat- unlocks “Big Bang,” if you haven't already done so. a 
man, including multiple doses of fear gas, but the Dark Knight must | 





Complete Story Mode on Hard Ditticulty 





Head into Killer Croc’s Lair and use Batman's audio and plant- The truly hardcore players who defest Titan Joker on Hard Ditfculty 
detection indicators to negotiate the maze of sewer tunnels. Collect will unlock this bonus. Although few players will make their initial 
the five plant spores and escape in one piece by triggering the play-through on this mode, those who do will also unlock the “Big 


Explosive Gel at the exit in time to trap Killer Croc. Bang" and “Bigger Bang” bonuses. 





Batman must set off two Explosive Gel attacks on the shell often 
Ivy to win this battle. Use a steady barrage of Batarang throws to 
weaken the plant, then hit Poison Ivy when the shell opens while 
avoiding the airborne spores and vine attacks. Stay on the move, ° 
throw the Batarangs blindly, and do what is necessary to avoid be- f 
ing hit by any inmates, 
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OER SHER: 


ing any gameplay mode. These bonuses zequuire a skilled approach 
to combat and a keen understanding of the- battle system. Study “The 


= . 
Most of these 11 Achieverents/Trophies can be unlocked while play- é 
Batcave" portion of this book for adflitional tips. 





econd wave of Blackgate prisoners who attack in the Intensive 

ment area is perfect for building a combo of at least gre strikes 

st. Press the Strike Button while aiming at the nearest énemy. Hit 

emy twice, move to the next enemy, and keep the flow going. 
was : > 


slete a combo of 10 moves (any play mode) 

at place to complete this one is in the Medical Facility’s 

ry Room while freeing Dr. Chen. This holds especially true 

've acquired the Critical Combo Strikes upgrade from 

eTech. Quick-toss the Batarang to stun enemies trying to sur- 

{ Batman and stay on the move, attacking nearby enemies, then 
ing across the room to get the others; Avoid being hit and don’t 
rm any Ground Takedowns, as that will likely end your combo. 








sete a combo of 20 moves (any play mode) 





the best opportunities to string together a 20-hit combo 
s in the Main Hall of Arkham Mansion. Batman will enter the 

through the ductwork and encounter 10 unarmed assailants. 
your Critical Strikes well and use Special Takedowns and 

al Combo Throws, Avoid being hit and don't strike the same 
y twice in a row. The key to a lengthy combo is to keep each 
y on his feet long enough to hit him multiple times! 





combo is nothing to sneeze at, but there are a couple of 
s during Story Mode to achieve it. The most obvious place, 
ded you can maneuver in the small confines of the Visitor 

xr, is during the party at the end of the game. With 16 unarmed 
in the area, this is a prime place to go for it. Another spot to. 
ve this large combo happens during the fight against the twin 
Henchman in the Throne Room, If this fails, the fourth round of 
f the combat challenges should be sufficient—especially the 
me combat challenges! 


Perfect combo, inclu 
play mod 





s best done while fighting numerous unarmed enemies, as it 
res a variation bonus of 9. Batman must perform all of these 
uyers in the same combo to unlock this bonus: Strike, Cape 
Counter, Batclaw, Combo Batarang, Special Combo Throw, 

ai Combo Takedown, Ground Takedowm, and Evade /Redirect. 





Use the Batrope to grapple to the large tower atop the eastern-most 
end of Arkham Mansion in Arkham Island East. Continue to grapple 
as high as possible, then leap off and soar toward the Botanical Gar- 
dens and the watchtowers near the tunnel leading to Arkham Island 
North. Fly in a straight line to cover as much distance as possible. 


Acquire the Inverted Takedown ability from WayneTech and KE 
head to the Arkham Records Room in Arkham Mansion. There 
are six armed gunmen in the area and a host of gargoyles 

from which to hang. Grapple to the gargoyle on the left-hand 

side upon entering and drop into a hanging position. Wait fo 

the enemy to walk underneath Batman and press the Counter 

Button to perform the Inverted Takedown. Swing across to 

another gargoyle and wait for another enemy to approach the 

suspended hoodlum. Throw a Batarang at the rope to drop the 

hanging thug onto the other to complete the bonus. ~ 


Take on a beast in hand-to-hand combat. 
‘To unlock this bonus, you must defeat a Titan Henchman without us- 

ing a Batarang, Stand back and wait for it to charge across the room, 

but resist the urge to hit it with a Batarang. When it slams into the 

wall, unleash some punches and kicks while it flails about in its rage 7, 
state, Move in for a couple of hits and then back away. 
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Catch a Batarang (any play mode) 
Unlock this bonus at any time after acquiring the Remote 
Control Batarang. Simply move to a large room without too many 
obstacles (or do this outside on the island surface) and throw 
the Remote Control Batarang, Steer the Batarang ina circle and 
direct it back to Batman to make him automatically catch it! 


a 
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Hop onto the back of a Titan Henchman and use its tremendous 
power to swat lowly thugs across the room. The best spot to 


é 
unlock this bonus occurs in the Pressure Control Junction atthe” 4 
f 





Caves. Continue swatting enemies with the Titan Henchman 
until the beast throws Batman off. It's entirely possible to build 2 
comibo of x20 or higher while riding the beast. 
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jedication to the Dark Knight by completing 
40 Riddler's Challenges, acquiring all 20 WayneTech 

, unlocking all 42 Character Bios, and winning all of the 
als in Challenge Mode. Are you up to it? 











to solve the twenty-fourth the Riddler's Challenge moments after 





Solve 25% of the Riddier's Challenges. 








‘You can solve the sixtieth Riddler’s Challenge in Arkham Island 
North, en route to Dead Man's Point after defeating Bane in the Med- 
ical Wing, There are a couple of Riddler Trophies and a Chronicle of 


Arkham in the passage leading to the cliffs as well. 











Solve 10% of the Riddler’s Challenges. 

‘The wealth of Riddler Trophies, riddles, and Interview Tapes that 

you can find during the initial visit to Arkham Island's surface will all 
| but guarantee the easy unlocking of this bonus. I's quite possible 

protecting the Batmobile in Arkham Island North. 








Unlocking this bonus requires that you solve 96 of the 240 Riddler’ 


} Solve 40% of the Riddler's Challenges. 
hy milestone during their time in Arkham Mansion, perhaps while 
in the Arkham Records Room. It's possible to solve the majority of 


i Riddler's Challenges during your first visit to many of the places 


Challenges, Thorough detectives will undoubtedly reach this 


on Arkham Island, provided you consult the maps and tables in the 


Walkthrough portion of this book. 





Oo 





the Penitentiary without a single bit of backtracking! 


Do you have what it takes to solve 132 of the Riddler's Challenges? 
Leave no stone unturned and make frequent use of Detective Mode 
during your travels across Arkham Island and it's quite possible to 

unlock this bonus before leaving the Extreme Incarceration area of 











Solve 70% of thé Riddler’s Challenges. 
Attention to detail, an uncanny ability to solve riddles, and, 
crafty gadgets will help you solve the requisite 168 Riddle 
lenges needed to unlock this bonus. If you're careful and 
you can reach this mil i 





Solve 85% of the Riddler's Challenges, 
aves te 

‘You may think only the most patient and thorough players 
204 of the 240 Riddler's Challenges. But did you know that 
be done without any special backtracking shortly after lee 
sewers? Use the Line Launcher and Ultra Batclaw to explo) 
eastern reaches of Arkham Island West to pick up a few es 
dler Trophies on your way back to the Botanical Gardens, 





















Solve every riddle on the island. 
‘What's there to say? You need to solve all 240 Riddler's Ch 
to unlock this bonus. If you closely follow the walkthrough 
book and solve the riddles and smash all of the Joker Teet| 
progress through the story, you should only have about 30 
Riddler’s Challenges left to complete after defeating Joker 
your game save and select "Continue Story’ to have free n 
the island. Consult the “Riddler’s Challenge" section of thi 
maps and details on all 240 Riddler’s Challenges. 


Solve Arkham’s biggest mystery. 
‘There are only 23 Chronicles of Arkham scattered around 
and listed in the Riddler's Challenges section, but there is 
twenty-fourth message hidden somewhere on the island. 

left by the Spirit of Arkham as a test of skill and deduction. 
the messages (or read them in the “Spirit of Arkham” cha 
book) and go to the place where you last saw the person v 
have recorded these messages. We've provided some 
this book, Good luck! =. 
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Achieve 24 medals on Predator Challenges. 








nges, Like FreeFlow Gold, this is quite a challenging feat. The best way to 
30 for earn 24 medals in Predator Challenges is to earn all three medals 
3 total of in each of the eight challenges, including the extreme challenges. 
each of Study each situation carefully, plan your moves in advance, and re- 


fer to the “Challenge Mode” chapter of this book for additional tips. 





Complete one predator challenge without being detecte 


‘You needn't earn all three medals—or any medals for that matter— 
to earn this bonus, but you must go undetected through the entire 
e Mode” challenge. The best place to attempt this is on the “Silent Knight” 
challenge in the Sanatorium, You must eliminate all seven enemies 
without being spotted. It's not enough to avoid being shot; the en- 
emies must never see you in order to unlock this bonus. 








Complete one Combat Challenge without taking damage. | 








edal ® _sCue up the “Intensive Treatment” challenge and defeat the four 
vay to “waves of enemies without being hit. Don't worry about your score 
s in each or take any unnecessary risks for the sake of a higher variation 


bonus. Keep the Critical Strikes flowing and counter any enemy 
who is about to attack. You'll get a 8000 point bonus for surviving 
all four rounds without being hit, so your conservative play will be 
rewarded! 


Solve 5% of the Riddi. 


‘You don't need to be a world-class detective to know that 
is 12, And if you follow along with this book's walkthrough. 
solve the twelfth Riddler's Challenge during your initial vi 
Intensive Treatment facility. In fact, the twelfth one you soly, 
likely be the very first riddle you are given after finding F 
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Play through Story Mode to unlock Combat and Predator Challenges 
for Challenge Mode. You must earn medals in Challenge Mode to 
unlock these eight Achievements/Trophies. ” 


There are a total of eight Combat Challenges and it's possible to 
earn three medals each from them. Although you can unlock this 
‘bonus by meeting the minimum scoring requirement in each of the 
jeight Combat Challenges, it's probably easier to aim for the middle 
“score in the four non-extreme Combat hallenges. 
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No matter how skilled you are at the normal Combat Ch 
youneed to earn some medals in the extreme challenge 
the highest score in each of the four normal challenges ? 
12 medals, then meet the minimum scoring requiremen! 
the four extreme Combat Challenges. 
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This is quite possibly one of the most difficult bonuses t¢ 
the game, as it requires players to meet the highest scor 
ment in all eight Combat Challenges, Turn to the “Chall 
chapter for specific tips on achieving this. 
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Each of the eight Predator Challenges has three separat 
requirements. As with the Combat Challenges, the easic 
earn eight medals is to meet at least two of the requirer’ 
of the normal Predator Challenges. 
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Earning 16 medals in Prodator Challenges requires thad 
at least one medal in each of the four extreme Predator ( 

‘You must earn more if you fail to earn all 12 available m« 
normal Predator Challenges. Perfect your techniques oz 
challenges to earn three medals in each, then tackle the 
challenges. 
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The Joker has wrestled control of Arkham Asylum from 





BOSS TACTICS & COMPREHENSIVE the b ceepa = now the ae are literally running the 
WAL ROUGH a asylum. ly one person can bring back the sanity to 3 
KTH fie. Gotham. 6 gpa a 
Use our game-tested strategies and tips to regain Although ontrambered) ae has the advantage with an 
control of Arkham Asylum from The Joker and the incredible selection of gadgets courtesy of WayneTech. Using 
inmates. Using an arsenal of WayneTech weapons, these top-notch weapons and his all-new féar takedowns, 
5 


this guide shows you how to incapacitate The 


; Batman Sgt to foil tip Joker’s demented scheme. ' 
joker’s minions and defeat every boss. 
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CHALLENGES Ca hyp dct © 





There are 240 separate Riddler 

Challenges to decipher. There are | 
trophies to find, tapes to uncover, 

riddles to solve, and more. We'll show 

you how to find every last one of them! 


yy oeN 


UNLOCK EVERY HERO. , 
5 VILLAIN B/D «iis 


Discover what it takestounlock 






a ~~ ny every character bio in the game. 
EXCLUWVE FOLDOUT Y a Learn about each character's 
. attributes, motivations, and their 
Get the lowdown on the game’s Achievements and 7 connections to Batman. 
Trophies. The foldout includes specific strategies to SEs a 
master some of the game’s toughest feats. MIAN 
y EXPLORE Yeh 
CHALLENGE MODE 5 
Overview of every Challenge 


Mode map, including specific 
tips and hints for completing 


each mode. = 
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